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www.aberrantgames.com The cover art for this issue was provided by the good people at Aberrant, mak- 


ers of Warlands and Rezolution. Of course, they retain all rights to the art- 
work and I’m grateful that they let us use it for this issue’s cover. You should 
check out Aberrant at www.aberrantgames.com. 


MERCSS oy | 


Tom Mason has added two more guys to the ranks of his MERCS line of Yellow 


Jackets. 
MMAO004 Assault Leader $9.99 


The Assault Leader is a two-piece 
model who's backpack is cast on the 
base tab. It's easily clipped off, 
cleaned and attached to his back. | 
could not find even the faintest of mold 
lines on the backpack so the only 
cleaning that it needed was where it 
was clipped off the tab. The rest of the 
model was almost as cleanly cast. | 
found just two very faint mold lines that 
were easily cleaned up. The only 
problem that | found on the model was 
on the barrel of his assault rifle, which 
was slightly bent. Using the flat edge 
of my hobby knife | was able to get it straight again without any trouble. The only 
flash was also on the barrel of the assault rifle. His armor has some slight vari- 
ances from the other Yellow Jackets, but the armor plating and design are very 
much the same. The pose is a bit flat 
and doesn't have as much of a sense 
of movement or animation as some of 
the others in the line, but he’s still a 
good addition to the group. 


MMAOO5 Incinerator $9.99 


Like the Heavy Assault trooper this 
guy packs a wallop, but in the form of 
a heavy duty flame thrower and not a 
massive machinegun. He comes in 
just two pieces which was quite a sur- 
prise when you see the pose with all of 
the void space between his gun and 
body. He must have been molded 
with great care and | appreciate having 
a figure with such a sense of move- 


ment but not having to fiddle around gluing it together and me to the figure. He car- 
ries his weapon in both hands and looks like he’s moving sideways and bathing his 
targets in flame as he goes. His armor is heavier than the normal troopers and is 
on par with the Heavy Assault trooper. His backpack has a length of hose molded 
with it that you'll need to carefully bend into place. It's segmented to make it a bit 
easier but you still need to be very careful when bending it around his side and 
down to the flame thrower. Cleaning was limited to a tiny bit of flash around the 
nozzle of his weapon and cutting off some extra metal from the hose that feeds the 
flammable gel from his backpack to the weapon. 


| would not mind at all seeing these guys dropped into my new Space Marine army 
for 40K and that’s just as likely of a home for them as being used in a game of d20 
Future. Excellent figs here! 


Reviews by Mark Theurer 


ABG4014 Dravani Grimalkin and Lilith $29.99 


In this set you get two figures, one that is man-sized and the other that is considera- 
bly larger. Lilith is a single-piece model that requires no assemble but did need 
some cleaning. There were several bits of flash but only one very faint mold line 
that | could find. Lilith is a very good mix of woman and machine. Her right side, 
including her face, is covered in metal plating and she is missing part of her right 
arm, below the elbow. 


Grimalkin has a large round base and comes in eight pieces. The left arm, head, 
torso, robotic lower torso and four legs all come separately. Getting the torso to fit 
properly into the mechanical lower half required a bit of work as there was some 
extra metal from the casting process down in the 
void where the bottom of the torso is supposed to 
fit. Once that was resolved getting the head and 
left arm on was easy. Each of the four legs needs 
to have a piece clipped off before they can be at- 
tached to the mechanical lower half. There’s a 
ball / socket joint along with a pistol that connects 
to the central part of the model. The piston pro- 
vides some added stability to the model but being 
attached to the base only at four small points. 
where the legs end, could be problematic if han 


a ~ 


dled roughly. If not used in my currently being built Dravani army | could also find 
good work for these two in a d20 Future campaign that I'll be running shortly. The 
cards that come with these models are not as thick as those with previous releases 
and they have rounded corners rather than square ones. They are just as usable 
as earlier cards, but are a bit different. 


Reviews by Mark Theurer 


280628-0204 
Combined Army Rasyat 10.00€ 


This new addition to the forces of 
the Combined Army is in a very 
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"dynamic pose and comes in 
5 several parts. There are five 
~~) pieces that go into the construc- 
= tion of this model and each one 
|) needed some cleaning. The 
>) bulk of the model is made up 
with the body, which includes 
the legs and head. The casting 
tab that will go into the slotta- 
base is very small and you'll 
© 5 probably want to reinforce this 
with something after initially 
gluing it in place. This part 
needed the least cleaning and 
this was limited to down on one 
foot and on the casting tab. His 
star shaped jetpack had a few 
bits of flash, but it fit right into 
place on his back via two nubs. 
Of the three pieces that are left 
two are his arms and one is an 
ammo feed tube that will trail 
down to his gun and then back 
up to his shoulder area. The 
arms each needed some clean- 
ing, but they got right into place 
easily. You can play with the 
yarm poses a little but if you 
move the gun arm too much 
you risk not being able to attach 
the ammo feed tube properly. 


@ 


Since the left arm is holding the gun it's the weaker | 
of the two joints, but should be fine. | don't think a 
pin is needed. The ammo feed tube connects 
down on the underside of the rifle and needs to be 
carefully bent to get it to sit properly up on his 
shoulder. A delicate touch will pay off here and if 
you just try to mash it into place you could easily 
break it off. Even though he's very alien in appear- 
ance, as is par for the course for the army he’s part 
of, | think he would also do very well as just a guy 
in power armor for a sci-fi rpg and that’s probably 
where he'll end up for me. 


280235-0203 
PanOceania Fusilier 7.50€ 


This guy helps round out the Fusiliers already 
available for the PanOceania faction in Infinity. | 
He is armed with a light grenade launcher, but 
also carries a pistol and combat blade. | like 
the running forward pose and the whole figure 
has a nice sense of movement to it. Like the 
previous figure the casting tab is also quite 
small here so you'll need to break out some 
green putty or joint compound to fill in the 
slotta-base. 


There are just two other pieces other than the 
base figure and the are the two arms, one of 
which is sculpted along with the grenade launcher. I'm not a big fan of multiple 
pieces cradling a gun, but at least it's just two parts here and not three. It goes to- 
gether without too much trouble. The details on his armor, even down to the soles 
of his boots, are very well done and crisp and clear. Cleaning was limited to pretty 
much just on the arms and gun with this guy. 


280436-0205 
Haqqislam Odalisques 7.50€ 


This girl has a very anime feel to her and the figure goes together very easily and 
quickly since there are just two pieces. The left hand and knife are case separate 
from the rest of the model but it goes right into place with no fuss. There was clean- 
ing needed in several places and | did find a few faint mold lines here and there. 
Since | really don’t care for the Haqqislam faction in the game she will definitely find 

= work in a sci-fi rpg or in Rezolution for 
. me. The pose is good and the look 
really sells me on the figure. | think that 
she would look better with a more vi- 
brant and wild color scheme, but that's 
probably since I'll be using her outside of 
her normal army in Infinity. 


280534-0210 
Lunokhod Sputniks 18.00€ 


This next blister is my (Mark) favorite out 
of this whole batch of Infinity figures for 
this issue. In this blister you get three 
models, all of them robots. The two little 
ones fit onto 25mm round slotta-bases 
and each has two pieces. The head is a 
separate part that comes cast along with 


Washnsaseulciks 


wena, ConMealas 


the rest of the small figure. It clips off and goes right into place atop the body. 
There is no other assembly needed for these little guys but each had a bit of flash 
that needed to be cleaned. | found no mold lines on them, though. They are a cou- 
ple of pot-bellied little bots that really made me chuckle. My daughter thinks they 
are quite cute, too. The big bot needed significantly more cleaning and assembly 
time but the end result is very cool. Nine parts make up the whole and it was not 
hard to assemble, it just took some patience. The legs go together first and they 
are notched so you would be hard-pressed to screw this up. They overhand the 
large round base and the part in the picture that looks like an extension of the base 
is actually part of the leg pieces, but they are not part of the legs. They are a way to 
make the bas a bit bigger. If you don't like this look you could clip off the offending 
parts and bend the legs a bit to get them to fit onto the base as-is. The overall con- 
struction is pretty easy and hard to get wrong. There was a lot of cleaning of thin 
metal webs and little bits of metal here and there. My only concern is with the two 
“head” pieces that flank each side of the center top part. They each attach at a 
small notch and if any part is going to break from rough handling or an accident 
these are the ones. 


Just from the look of these models they immediately became my favorite of this re- 
view batch and since I've decided to build a new Infinity army for the second edition 
of the game, I'll be starting right off with these guys. An article detailing the building 
of my new army can be found a bit later in this issue. 


280706-0209 
Valerya Gromoz (Hacker) 7.50€ 


Miss Gromoz comes in two pieces that fit right into place after cleaning. Her right 
leg and forearm are cast together as a small separate part and she ends up in sort 
of a squatting pose where she’s on the lookout for enemy bots. To me she has the 


same kind of 
janime look as the 
previous female 
figure we looked 
at. Details are 
extremely good 
here, especially 
her face and the 
)) gear that she car- 
ties. She wears 
some hi-tech 
glasses and has 
bits of techno-gear 


Valerya 


Mercenaries 


> on her person. 
The spikey pig- 
tails on each side of her head add a lot of character to the model. | like her a lot 


and even if | don’t end up using her in an Infinity army she will be right at home as a 
hacker in a Rezolution army. As with the other Infinity hackers you also get a small 
sheet of acetate techno symbols to cut out and add on to the model if you like. 


280236-0206 
Aquila Guard 8.50€ 


Not to be left out 
of the new-figure 
goodness, PanOc 
gets a flashy new 
Aquila) Guard. 
This guy comes in 
seven pieces and 
each one needed 
some cleaning. 
This was mostly 
limited to trimming 
off extra bits of} 
metal from the 
casting process, 
some of which 
were thicker than 
others. | found no 
mold lines, though. 


The head has two small antenna that are a bit fiddly to get 
glued on just right and both at the same angle on the helmet. The head sits right in 
place. The gun and right arm are cast together and it needs to connect up to the 


left arm. It's not as bad as having three pieces to match up but you can get it wrong 
if you're not being careful. The last piece is his cape, which might be better at- 
tached after you've painted the model so you can more easily get to the underside 
of the cape and the back of his legs when painting. The cape suggests a good bit 
of movement on the part of the model and makes for a dynamic pose. 


} male 


/, separate pieces. 


280338-0228 
Celestial Guard 13.00€ 


The Celestial 
Guards are a 
new troop type 
for the Yu Jing 
army. The first 
miniature is a 
figure 
armed with a 
combi rifle. The 
figure is posed to 
be aiming down 


his combi rifle 
while at a walk. 
He is cut into 


three pieces with 
the two arms and 
the body being 


The arms attach 
in a ball and 
socket joint that 
is not posable, 


but is a snug 
clean fit. The 
miniature had 
negligible flash 


with most of it 
centered on the 
gun barrel. The 
gun had 2 voids 
in it with the trig- 
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ger void fully filled 
be light flash. With 
such a small open- 
ing it didn’t take 
much to fill it. Luck- 
ily it was very thin 
and is easy to re- 
move with an ex- 
acto blade. 


6 x 8-Foot 
Gone Mats, 


The second minia- 
ture is the female 
Celestial guard. 
She is sculpted 
holding her gun 

4 ri ‘ \ facing up at the 

puihentic 2D wild Wert ia ready and pointing 

; ee ee ee ||the Khuang Shi 
* Professionally Quality Control Device for- 
* Quick, Easy & Inexpensive to Make i}ward. If the thin- 
* Historically Accurate Mlness of body and 
* Large Model Selection 


+ Floor Plans (To Scale) Included with breasts ‘dient lve 


Apts rf away the gender, 
All Buildings Showing All Floors two. pigtails stick 


out of her helmet 
for across the table 
gender recognition. 
The miniature is 
{also cut into three 


pieces with the 
= arms separate from 
the body. The 


WC) SONU: arms attach to the 
body via a ball and 
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socket joint, but the 


arms are thinner and lack the two glue points making them harder to attach. If in- 
tended for heavy usage pinning is recommended. The flash on the body is non- 
existent, however the arms, especially the Khuang Shi Control Device, have a de- 
cent amount of flash. The sculptor made the wires to the control device hang in a 
thin loop from armpit to the device. These wires are really thin. 


While these are light infantry in the game (identical to the Zhanshi except for an en- 
hanced BTS) the female model is unique in that she shows her midriff. The models 
are very detailed and look to be fun to paint. Gaming wise they require an addi- 
tional purchase to use the control device. They are a good addition to my miniature 
collection as well as my Yu Jing army. 


280337-0207 
Japanese Sectorial Army 32.50€ 


The Yu Jing starter army is another starter set brought to us by Corvus Belli for their 
science fiction game Infinity. This is the third starter box for the Yu Jing. While the 
starter boxes are great ways to introduce new players to the game and are roughly 
balanced against each other, this starter set is rather unique in two ways. One it is 
very short ranged compared to the other starter sets, and two it is the first set re- 
leased of a sub faction within a faction. The packaging material of the box has 
changed to a high gloss which | was impressed with for durability of the counters 
that players cut out from the side of the package. 


Upon opening the package you are greeted with 3 single piece figures and 3 multi- 
part models in small Ziploc baggies. The three single piece models are all Keisotsu 
Butai with anime style puffy pants. The first miniature up for review is the female 
Keisotsu Combi Rifle. This miniature is a single piece model sculpted aiming down 
the barrel of her rifle. There was a small amount of flash and mold lines. The voids 
that should be empty (by the trigger and between the arm and rifle) were free of 
metal. The knife on her belt is thin and well formed. The second single piece 
miniature is a male figure a male Keisotsu with combi rifle. He is holding his rifle 
casually as if looking around. There were no voids with this figure. With this sculpt 
being simpler than the female trooper, there are hardly any mold lines on this figure. 
Third single piece sculpt is another male Keisotsu with combi rifle. He is sculpted 
sighting down his combi rifle. This sculpt has 3 voids sculpted in it, trigger, arm and 
rifle, and the arm and torso. There is very little flash on this figure with most of it 
being on the rifle barrel and the voids. 


The fourth miniature is the Kempeitai with boarding shotgun. The Kempeitai is a 
two piece model with the arm and sword piece being cut separate from the body. 
The arm and sword have two posts to glue to the body for a good bond. The Kem- 


peitai is sculpted with his hood up with great definition around the head inside the 
hood. The mold lines are light with flash being concentrated on the rifle. The Kem- 
peitai’s hooded trench coat has detail trim sculpted into it making it a few steps 
above most robed and hooded figures when painting. The fifth figure for review is 
the Domaru Butai with chain rifle. The Domaru is a heavy infantry model and it 
shows in it sculpt. While lacking bulk, as is typical of Infinity figures, it is fully ar- 
mored and has an enclosed helmet. Every piece of the miniature is robotic in some 
form. The Domaru is a four piece model, body, swords, arm with gun, and the other 
arm. The gun is sculpted with several large voids giving it a lightness even though it 
is a lot bigger than the other miniatures combi rifles. The assembly of the Domaru 
is not as smooth or simple as the Kempeitai as you have to line up the gun arm with 
the other arm that is supporting the chain gun. The crossed swords have a post 
that seems too small for a good glue point on the miniature’s side. The body is en- 
tirely free of mold lines. The amount of mold lines on the other pieces is light with 
the most of them being on the gun in the voids. 


The final miniature up for review is the Oniwaban. The Oniwaban is an enhanced 
ninja in the Infinity universe. The miniature is a combination of the established ninja 
style and the newer Nippon sculpts. His pants are puffy like the Keisotsu with a 
very muscular in form fitting armored body suit on the upper body. The Oniwaban is 
cut into four pieces, scabbard, body, arm holding the sword, and other arm. The 
pose is very dynamic and is one found in anime and movies with an Asian flair. The 
drawn sword is resting lightly on the arm not holding it as if he is ready to pounce 
forward to strike. Assembly wise this model is somewhat difficult. The scabbard’s 
post to attach it to the body is small and at one end of the piece, not center like 
many other thin pieces would be. The arm holding the sword's cut is flat with a “v" 
cut into it instead of a post or ball and socket. | think either of these two cuts would 
have made assemble easier. There is no flash or mold on the body, however the 
sword and scabbard are connected to the flash and post at the tips. Snips and 
knives are highly recommended to remove them without losing some of the hilt or 
scabbard. 


All in all | think this set is another example of Corvus Belli’s detailed sculpting. They 
have done a marvelous job with the Infinity line reproducing concepts that are nor- 
mally animated. Within the Yu Jing the sculptors have strived to differentiate be- 
tween Chinese themed and Japanese themed miniatures and have succeeded. 
This group of models stands out from the main Yu Jing line in a way that makes 
them easily recognizable yet still a part of the group without needing to paint them in 
a different color scheme. | would recommend them to anyone interested in the Yu 
Jing faction as a good place to start an army, or for us old hacks to pick up several 
key pieces all at once. 


Reviews by Mark Theurer and Christopher Carr 


HFA055 Oakley 
Sculpted by Kev White 


Oakley is a wonderful “not” version of a 
favorite undead-killing hero. He looked a 
bit tall at first, but when | sized him up 
against other similar modern figures he 
looked just fine. It could be that he’s 
standing pretty erect and has one foot on 
top of a skull. All but his right hand 
comes molded as a single piece with four 
pieces of equipment coming on a sprue 
that's cast next to the regular figure’s 
casting tab. On this second sprue you'll 
find a samurai sword, a scabbard for the 
shotgun, a fire axe and right hand and a 
chainsaw with no hand. You can choose 
from the scabbard or samurai sword to 
put on his back or you can just leave it 
without anything extra. For his right hand, which is only molded down to the wrist, 
you can fit the chainsaw (which would complete our hero's classic ensemble) or go 
with the fire axe to set him apart a bit. | really have not decided which way to go 
yet. Oakley is pants and a button-down shirt that have all seen better days as they 
are quite torn up. The face and hair are striking and marvelously done. He has 
sharp facial features and the hair is stringy and kind of unkempt. | found mold lines 
running down the outside of each leg but they were pretty faint. | really like the skull 
that he’s standing on. Its jaw is open as if it was screaming right before being re- 
moved from its body. | like this figure a lot and he would do well in an old-school 
Call of Cthulhu game all the way up to modern day. 


HFP013 Mystic Panda 
Sculpted by Kev White 


A little bit of a silly, fun figure here but one that is finely sculpted and has a lot of 
character. He comes with two paws (arms) cast separate from the rest of the body. 
One is empty and the other carries a short sword that has a similar appearance to a 
certain kind of laser sword. I'd have liked it to be a bit longer but | suppose it is fine 
as is. It would be easy enough to swap out the sword for a pistol if you'd like or, 
with a little more work, you could remove it entirely and have just a balled fist. The 


fine detailing on the fur is wonderful and his face has a 
nice little snarl to it. He wears a tunic and shorts with 
a set of pouches on his belt. | could see this little guy 
in a super-hero or sci-fi game. In fact, | think he'd 
make a great addition to Pulp City. 


HFHO05 Steampunk Warrior 
Sculpted by Andres Villesca 


Sculpted in a style that's definitely reminiscent of Privateer Press' Warmachine and 
lron Kingdom's setting this guy comes in four pieces and a round plastic base. Both 
arms and a power pack come on a separate metal sprue and need to be attached to 
the body. There was very minimal cleaning needed and | found just a few mold 
lines here and there. They were all quite faint and cleaned up easily. the arms fit 
onto the body up at the shoulder via two flat portions. There is some room to rotate 
them if you want. The sword is a massive, and thick, implement of destruction so if 
that's not your style just know that's what you're getting up front. The shoulder pads 
are different, one with spikes and the other with rounded bits, and I'd rather they be 
a bit more symmetrical. His heavily armored gauntlets are also each of different 
design. They are both big, bulky, steam-powered gauntlets but each also has differ- 
ent details. The back piece fit right into place. Some of the details are a bit soft and 
rounded where they could be sharper. Examples of this are the scale loincloth and 
some of the armor plates. It's not a bad sculpt, not at all, but cold just be more crisp 
in some areas. Additional details on the model include several pistons, goggles 
pushed up onto his forehead, a belt and some pouches. He would be very much at 
home in an IK campaign but could also work in a D&D game that has steam tech- 
nology available. 


Four new Grymn (sci-fi dwarves) have 
been added to the pool. All of these are 
sculpted by Kev White. 


HFG033 Female Comms Officer 
This single-piece model has a female 


Grymn squatting and crouching over a 
laptop. She’s labeled as a female trooper 


but that’s the only way | could tell. She has a helmet and visor and lots of gear so if 
you wanted to use the model as a male. The details on this figure are jaw-dropping. 
Each key on her laptop has been sculpted. | did not count them all but there are a 
lot of them. The screen is perfectly 
smooth and looks perfect. It might 
be kind of hard to get to with a 
brush but someone more skilled 
than me could do a wonderful little 
picture on the screen. 


HFGO067 Male Trooper £2.75 


This guy is a single-piece model 
that has a pulse rifle slung over his 
right shoulder and has a grenade 
in one hand while the other is pull- 
ing the pin. The detail of sculpting 
is so good that you can see the pin around the finger that’s about to pull it from the 
grenade. There are more grenades on his belt along with several pouches that also 
are found on his shoulders. His helmeted visor covers most of his face but his 
beard and moustache are visible. There are several armored plates visible. | found 
no mold lines at all and there was only one tiny area down at the toes of his boots 
that needed a bit of a trim. 


HFG068 Halla (b) £2.75 


This is an alternate sculpt for 
an existing model in the 
Grymn line. This one differs 
from the original in just a few 
ways. The pose is the same 
but here she is wearing a hel- 
met and has some more gear 
like some grenades and 
pouches. It's up to Kev’s 
usual fine standards and | Halla (b) 
think that | like this one more 

than the original sculpt. She ae 
would make a nice squad 

leader. 


HFG068 


HFG200 Grymn Pilot £3.50 


This guy has a lot of character. He's standing with his right hand on his belt with a 
couple of options for the left. On a separate sprue you'll find not only three choices 
for the left hand, but also a small dog-like creature that can sit next to him on the 
base. For his hand you can go with a “thumb’s up”, holding a cup of tea or holding 
a pipe. The pipe has been hollowed out but | was a bit surprised that the cup was 
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not. Maybe it’s full. Any option would be good, 
though and you'll have some pieces left over to 
customize other models. His gear is a bit different 
than the regular line troopers but that's fitting con- 
sidering his role. He has a breathing mask and 
hose along with some extra straps. His visor is up 
and it reveals a great handlebar moustache. 


HLF205 Grymn Weapon Sprue 


Lastly we have a sprue that contains two helmets, 
two pistols, two combat blades and eight grenades. 
The helmets are more useful being held by a char- 
acter rather than worn because they do not contain 
a face or a faceplate. All of the other gear could be 
easily attached onto the belt of an existing model, 
Grymn or otherwise. 


All of these fit in perfectly with the rest of Kev’s 
Grymn line and would make great alternate Impe- 
tial Guard troops for Warhammer 40K or in some 
other sci-fi game. You could make a very nice 
CSO army for Rezolution out from the Grymn I 


HFA052 Dynamic Ray 
Sculpted by Kev White £4.50 


Our “not” version of zombie-killer Shaun gets a new 
action pose with this release. He comes in three 
pieces with both arms being cast separately on a 
sprue that's attached to the casting tab of the rest 
of the model. Ray is rearing back and ready to 
bring his cricket bat around the head of some un- 
dead cannibal. The mold line here was more 
prominent than on any other figure in this batch 
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and it might just be the one that | 

ended up with. It was on the front and 

ack of both legs and down the back 

of his shirt. The only one that was 

troublesome to remove was where his 

legs come together. All of the details 

on this figure are very crisp and clear, 

| down to the folds on his clothes be- 

cause of how he’s stretched out in his 

cricket-bat-swinging pose. We do 

have two parts that go together to 

make up the hands and bat, which is 

better than three, but Kev has helped 

us a bit (or is the mold maker due the 

credit here) by cutting the left arm in a way that it 

fits into a notch on the body just one proper 

way. That makes it much easier to get the other 

arms to line up properly so you don’t end up gluing 

yourself to the model and having it look like Ray is 

trying to swing the bat with two badly broken 

arms. Being dressed in a shirt, tie and slacks he 

could work fine in a Call of Cthulhu game of several 

eras or also in d20 Modern as well as in games like 

All Things Zombie or even as a vigilante in Pulp 
City. 


HFA0S2 Dynamic Ray 


4006 Siouxsie - High Kicking 
Cyber Assassin £9.50 


In this pack you get 5 pieces and a round resin 
base. The bulk of the model is made up of her 
torso, legs and weapons which are two large 
blades that come down on each leg from just under 
her knee to circling around the bottom of each 
foot. Her head is made up of two parts that go to- 
gether easily and she looks like she has long me- 
chanical dreadlocks instead of hair. Maybe a bit 


like a techno-medusa 
kind of look. The last 
F two pieces are her right 
arm that's connected to 
a pole or staff that looks 
like it could also be used 
to beat people with and 
her left arm. Each arm 
attaches to the body at 
the shoulder and then 
the left one connects to 
the pole. Once assem- 
“yy bled she does resemble 
<a some sort of furutistic 
crazy pole dancing kil- 

HF4006 Siouxsie ler. | wonder a bit about 
40mm scale Cyber Assassin the practicality of the 

‘Supplied with or without weapons, though. | get 
the whole thing about 
having a neat or different way to slice people up but unless these retract some- 
where she cannot walk anywhere. If the blades were just not quite around her toes 
and under her feet it wouldn't worry me at all. | one mold line down her back but 
overall the cleaning and assembly goes quickly on her. The textured base is really 
great. It has a nice big hole where a blast went off and some pieces of slate and 
textured gravel. This style base would be great for figures in Warmachine / Hordes 
or Pulp City, too. 


yi 
“A 


sculpted resin base 


There are four new releases in Reaper's Legendary Encounters line. All of these 
are pre-painted and are marketed more towards rpg-players but tabletop gamers 
can also find some uses here. All are made out of a semi-soft plastic and painted to 
a basic tabletop standard. The paint jobs are basic, but are not just one color and 
done. There is some shading and highlighting here and there. 


Some would benefit from a quick “dip” to add some more depth to the colors but this 
is not required. They are easily comparable to pre-painted Clix and D&D figures. 
None are going to win any painting competitions but they are perfectly suited to 
bringing along for a rpg session and not worrying if they get knocked around a bit. 


20024 Goblins (3) $5.99 
Sculpted by Ben Siens 


Three goblins, six bucks. These three come from two different metal sets and are 
painted in four basic colors. For just tossing around the rpg table they will do fine 
but I'd probably go in and paint the bow and shaft of the spear brown myself. The 
textured bases could also use a quick grey drybrushing. 


20025 Werewolf $3.99 
Sculpted by Ben Siens 


This was the easiest, | would guess, paint 
job for those doing the painting to com- 
plete and have looking pretty good. A 
couple of different shades of brown, a 
touch of red for the eyes, white for the 
teeth and claws and some pink for the 
tongue and we're done. | think he looks 
fine without the need for a dip. | will im- 
mediately be dropping him into my Ger- 
man forces for Secrets of the Third Reich 
since they can take werewolves. 


20026 Bugbear $4.99 
Sculpted by Ben Siens 


| already have this figure in metal so was 
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Tn 1835 Texas fought for independence 
from Mexico. The Mexican dictator, Santa 
Anna, responded in 1836 by recapturing 
the Alamo and overrunning much of Texas 
until he was captured at the battle of San 
Jacinto. 

Texas Glory is a strategy game that 
brings this exciting period in history 
to life. Men like Houston, Austin, 
Crockett, and Bowie play key roles in the 
Texan struggle to defeat superior Mexican 
forces with a smal] but heroic army. 

The game is challenging and exciting 
for both players. The Mexicans have a 
powerful army but time and supply are 
their enemies. 

Intervention by U.S. forces can 
occur and the fierce Comanche are a 
threat to both sides. 


able to compare the two right next to each 
other. They match up perfectly in size and the | 
plastic version has the shield already attached. me «i 
In the picture the shaft of his spiked club is BS 
bent and mine was too in the blister. How- © 
ever, after taking it out of the blister and giving 
it a bend in the other direction it maintained a 
pretty straight orientation. There were a few 
over and underbrushing spots but nothing that 
could not be easily corrected on your own. His 
skin and fur look like each got a basic color 
and a highlight and | would go ahead and dip 
the figure to add some depth to these areas 
along with his armor and shield. This step is 
very much not required, though, and | would 
also just as easily drop him into an encounter 
and beat down some player-characters with 
him. The original is a favorite of mine and this * 
version is a good choice for the non-painter. 


20027 Giant Spider $3.49 
Sculpted by Gene VanHorne 


This was the simplest paint job of the three with some green brushed over the 
model and red used to pick out the eyes and coat the teeth in some blood. The pre- 
painted plastic version of this model is actually a bit cheaper than the unpainted 
metal one. As a DM | would go the route of the pre-painted plastic and save myself 
the time and effort of painting it. I'm sure there are some out there that can do a 
museum quality job on a giant spider but that’s not me and if I’m using a creature 
like this in a game it’s just to make life difficult for the pc’s. Also, if | needed a whole 
bunch of giant spiders (say, for alternate figures for a Warlord army) I'd probably 
also go the pre-painted plastic route and maybe add a few touch-ups here and 
there. | have no complaints here even with the basic paint job because it’s not a 
creature that | would spend lots of time on anyway and this way | can get it cheaper 
and already done. 


50111 Diamond Sue Dawson 
Sculpted by Todd Harris 


This is a two-piece model with the right hand 
the six-shooter cast as a separate piece. It 
fits right into place with no pinning necessary. 
Sue is wearing jeans and chaps along with a 
button-down shirt and cowboy hat. Her shirt 
is slightly open to reveal some cleavage but 
not too much. Her left hand is at her side and 
it makes it look like the drawing of her gun 
was more all of a sudden like in a gunfight. 
There was a mold line running down the cen- 
ter of the figure and there was a small web of 
metal that needed to be carefully cleaned 
under her chin. Her face was a little soft but 
other details were all good and she'd proba- 
bly get the most use in a game of Deadlands 
as a female player-character model. 


50113 Native American Chieftain $3.99 
Sculpted by Todd Harris 


Another wild west miniature from the hands of 
Todd Harris and this one is of an Indian, ex- 
cuse me, Native American Chieftain. The 
feathers were all nicely detailed and the only 
mold line that | found was on the underside of 
his left arm. The spear was bent in the pack- 
age right above the hand that’s holding it. | 
was able to get it back into shape and if yours 
comes this way I'd recommend trying to 
straighten it with a single motion or bend in 
the opposite direction. Spending too much 
time bending it will only serve to weaken it 
more and probably lead to it breaking. His 
face was much sharper than with Sue, above, |i 
and was quite well done. Unless you're play- 
ing Deadlands or another wild west game 
your uses for this figure might be limited but it’s still a well sculpted figure and from 
some of the posts I've seen on the Reaper forums there is a demand for more wild 
west figures as part of this line. 
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a shirt that shows off her belly and cleavage and carries a large futuristic pistol in 
her right hand. There's also a backup pistol in a holster on her hip. They could 
have just had her sculpted with a regular face (two-eyes) but it is nice to have 
something different from time to time. The one-eyed-girl thing may not be every- 
one’s cup of tea but | bet she’d be able to find work as a player-character in a d20 
Future game or maybe in a Traveller or Judge Dredd game as a mutie. 


50114 Chupacabra and Goat $3.99 
Sculpted by Michael Brower 


Wikipedia describes a Chupacabra’s 
appearance as... 


The most common description of Chu- 
pacabra is reptile-like being, appear- 
ing to have leathery or scaly greenish- 
gray skin and sharp spines or quills 
running down its back. This form 
stands approximately 3 to 4 feet high, 
and stands and hops in a similar fash- 
jon to a kangaroo. In at least one 
sighting, the creature was reported to 
hop 20 feet. This variety is said to have 
a dog or panther-like nose and face, a 
forked tongue, and large fangs. It is 
said to hiss and screech when 
alarmed, as well as leave behind a sul- 
furic stench. When it screeches, some 
reports assert that the chupacabra's 
eyes glow an unusual red which gives 
the witnesses nausea. 


50116 Zombie German WWII Officer $4.99 
Sculpted by Gene VanHorne 


This figure was previously released (37001 Kroid 
Officer) as part of Reaper’s Reich of the Dead 
line and has now migrated over to Chronoscope. 
He's a single-piece model of a German officer 
that’s been zombified. He’s still carrying his 
weapons and is holding his Luger out in a firing 
position so it's reasonable to assume that he’s 
retained at least a bit of his intelligence or basic 
motivation. His face and stomach area are really 
torn up and some of his innards are spilling out. 
There also appear to be some bullet holes in his 
back. In addition to his weapons he also carries mis 
the other gear that he did while he was alive. Mold lines were present but were not 
thick. If you have a zombie-game where they are not just mindless flesh-eaters he, 
and the rest of the Kroid, would do very well. | think that the Hell on Earth supple- 
ment for Nuts! (by Two Hour Wargames) could make good use of him or any other 
game with a specific scenario that allows for semi-intelligent zombies. 


| also found that it got the nickname, 
goat-sucker, from the massive number 
of goats that it’s rumored to have killed. 
In this blister you get a model of the 
monster and a small, dead and par- 
tially eaten, goat to put on the base as a decora- 
tion. The model has the spines on the back and 
the long distance hops can be accounted for by 
webbing that stretches from its arms to its trunk. | 
don't know that this sculpt has a dog-like nose but 
it sure is ugly. Overall, it has a very alien appear- 
ance so it could also be used as some kind of 
space monster. The mold line was contained to 
just along the shoulders and was pretty thin, but 
still visible and needed to be taken care of. Call 
of Cthulhu GMs could find a use for this model. 


50117 Aldorf Hinzler, Zombie Leader $3.99 
Sculpted by Tim Prow 


Not quite sure why this guy wasn’t just named 
Zombie Adolf Hitler or Zombie Fuhrher, but here 
we have Aldorf Hinzler, Zombie Leader. With a 
gun shot wound to the head and intestines spill- 
ing out he’s quite undead and is in a simple 
pose walking forward. The hairstyle, mous- 
tache and facial features are reminiscent of Hit- 
ler so anyone seeing him on the table will be 
able to figure out that this is a zombie version. 


There were some mold lines to clean up on this 
single piece figure but really no flash or defects. 
I'll be dropping him into my zombie hordes for 
Secrets of the Third Reich as another shamble 
but you could write up a scenario around the 
Fuhrer being zombified and (un)living on and 
needing to hunt him down. 


50115 Moxy, Space Adventuress $3.99 
Sculpted by Todd Harris 


It took a second for me to really see that this girl 
has just one eye, sort of like Turanga Leela from 
Futurama. Moxy is dressed in pants, boots, and 
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50118 Oktoberfest Fraulein $3.99 
Sculpted by Werner Klocke 


If this figure immediately reminds you of 
Bridgette, the naughty French maid (50084) it’s 
probably because Werner Klock sculpted both of 
them. This one is much less buxom and is also 
not showing as much flesh so it's more family- 
friendly. While this figure is reminiscent of the 
maid it’s not just a re-sculpt that reduces and 
covers up her breasts. It’s a whole different 
model and she carries a tankard of ale in her 
right hand, which comes as a separate piece. 
Like the maid, though, this figure has limited uses 
unless you happen to be playing a game of St. 
Pauli Girl, the rpg. She would make a good civil- 
ian that you needed to save in a zombie holo- 
caust game, though. | think that she’d do well in a diorama or as part of a WFB Em- 
pire army baggage train with a beer tent and logs of kegs of ale. 


50119 Crazy Pete the Prospector $3.99 
Sculpted by Todd Harris 


Back to the wild west for a minute with Crazy 
Pete. As the name implies, Pete’s a prospector 
and judging by the pose he’s just found a big nug- 
get of gold and is quite excited about it. The ac- 
tion pose here may not lend itself to all situations 
for a player-character but | think he would do well 
in that capacity. Not everyone can be a lawman 
or gunslinger, can they? He did require mroe 
cleaning than several other figures this time 
around, but he was based and ready to prime ina 
few minutes. 


50120 Sgt. Mack Tory, War Hero $3.99 
Sculpted by James VanSchaik 


This is quite possibly my favorite figure of the Chronoscope ones this time around 
and maybe of the whole batch of Reaper stuff in this issue. Sgt. Tory wears combat 
fatigues and a helmet and carries around a lot of bad attitude. His face is hard and 
worn but very well sculpted. His sleeves have been torn off and there he carries 
lots of gear like grenades, ammo pouches and a canteen. His dogtags are also visi- 
ble and are very clearly sculpted. He carries a Thompson SMG in one hand and a 
pistol in the other. His neck, chest and arm muscles are well done and his clothing, 
down to the laces on his combat boots, are all very well sculpted. There were some 
mold lines that were a bit tricky to get to on the inside seam of his arms and there 
were some bits of flash here and there. He would be very usable in a WWII or even 


a Vietnam era game. It might be because I’m 
back on a Weird World War Il kick right now 
(Funny because | was on the same kind of kick 
this time last year.) but | really, really like this fig- 
ure 


50122 P.B. Pugh, Pulp Hero $3.99 
Sculpted by Bob Ridolfi 


Judging by the last name of this hero ,which 
matches the two head guys over at Reaper, | 
would bet that P.B. Pugh is someone in their fam- 
ily and this figure is named after them. The figure 
did need some cleaning as there were bits of ex- 
tra metal from the casting and visible mold lines. 
| probably spent under five minutes doing clean- 
ing, but there were no defects and since it's a 
single-piece model he was ready to base and 
prime after | got done cleaning him up. He defi- 
nitely has a pulpy Doc Savage feel to him and if 
you don't like the ray gun in his right hand it 
would be easy to swap it out for something more 
modern, a different kind of sci-fi gun, or one that 
would put him into a WWII setting. The pose is a 
bit flat but he’s striking a pose that shows off his 
manly chest beneath his torn shirt which is appro- 
priate for the pulp setting. | can imagine him on 
the cover of an old pulp novel. 


50123 Space Hero $3.99 
Sculpted by Glenn Harris 


| can’t deny that this guy has a bit of a Han Solo 
feel to him, but that might just be all in my head. 
This is a single-piece figure of a space adventurer 
about to pull his blaster out and zap someone. | 
like the pose but some of the details on the figure 
were a bit soft, specifically his face and left hand. 
The rest, including details like his suspenders and 
buttons on his shirt were fine, though. There’s 
not really anything, other than his name, that 
automatically makes you think of sci-fi when you 
see this figure so I'd be ok dropping him into a 
pulp-era game as an adventurer or explorer or 
could maybe even see him in a WWII setting eas- 
ily enough. | do like the pose where he’s going 
for his gun. 
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50126 Blubbery Rand, Superhero 
Sculpted by James VanSchaik 


Sort of a play on “rubber band” we have a rubber 
or plastic superhero here. | have been very 
happy with the supers released as part of the 
Chronoscope line and think that they all would do 
very well in miniature games like Pulp City or Su- 
per System or a super-rpg like Champions or Mu- 
tants & Masterminds. This is no exception and 
would be just as good as the others. This is a 
single-piece model with some very exaggerated 
features along with some parts that look com- 
pletely in proportion and are well detailed. The 
most crisp details are on the head and face which 
is excellent. His right arm has been fashioned 
into a large mallet that's being reared back to 
smack someone while his left arm/hand has been 
stretched even longer, and larger, but remains 
looking like a hand. He's using it to balance him- 
self or almost as another appendage to “walk” 
with. His right leg is stretched out and enlarged 
like the previous arm while his left leg is sort of 
tucked up with his torso. There was a visible 
mold line going around the perimeter of most of 
the figure but it was not too thick and cleaned up 
quickly. | found this to be a really fun model and 
a good departure from your more standard caped 
heroes. 


50127 Alien Opresson 
Sculpted by Gene VanHorne 


A very neat model here that reminded me of the 
martians from the movie Mars Attacks. The face 
has a human (or also elven since he has big 
pointy ears) appearance but that all goes away 
with his big bulging brain. He wears a hi-tech 
backpack of equipment and carries a ray gun. A 
spacesuit covers every part of him except his 
head. The hardest mold line to clean went over his head and this was only difficult 
because of trying not to mar the texture of his brain. The mold line was pretty faint, 
though. This is a fun figure and | could see a handful of them being used in a good 
encounter in a superhero rpg or a tabletop miniatures game like Pulp City. In the 
future I'd like to see a leaders and heavy weapon trooper, too. 


ATHFINDER 


MINIATURES 


The first releases in Reaper's Pathfinder line (to go along with Paizo’s role-playing 
game) are now out and are here for us to take a look at. Pathfinder can sort of be 
seen as taking D&D3.5 and cleaning it up as opposed to a more complete change 
to the game as was seen in D&D4 that Wizards of the Coast released. | have not 
played Pathfinder so really cannot comment on it as an rpg, but the figures could 
obviously be used in just about any fantasy setting. 


60001 Valeros, Fighter $4.99 
Sculpted by Bobby Jackson 


There’s a whole lot of motion, 
and emotion, in this model. 
His right hand/sword and a 
bow/quiver come as separate 
pieces and those two parts fit 
onto the base model very well. 
Assembly was a snap and 
cleaning was pretty easy, and 
short, too. A few bit of flash 
were found but mold lines 
were limited to just the long 
sword and bow. He carries a tankard on his belt along with a bedroll on his back. 
He's not loaded down with adventuring gear but you wouldn't mistake him for a sol- 
dier in a rank-and-file game either. The motion implied by the sculpt is very good 
and you can envision him swooshing around to cut down an enemy. His hair is also 
waving around with the body. The face is especially well done and is sculpted to 
look like he’s screaming as he’s about to deliver his blow. It's almost a pained ex- 
pression and is really the focal point of the model. This is a very good iconic fighter 
figure and is one that | would use in a minute for a player-character. 


60002 Ezren, Wizard $5.49 
Sculpted by Todd Harris 


Here we have a one-piece model of an 
adventuring wizard. He carries a hooked 
staff in his right hand and has his left ex- 
tended as if to cast a spell. | especially 
like that he’s making the stereotypical 
“heavy metal” sign with his left hand and 
he appears to be wearing a fingerless 
glove, too. Very 80's hair metal even if it 
wasn't meant to be. A small crossbow is 
found on his back and on his belt there 
are pouches and other bits of gear. His 
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shoulder length hair is swooshing back as if being blown by magical energy and the 
pose is very good even though his staff makes me think more “druid” than wizard. 
Maybe that’s just me, though. Details are all crisp and cleaning was very minimal. 
If you really wanted to | think you could replace the staff with a flintlock pistol and 
he'd make a very suitable gunmage in an Iron Kingdoms setting. For straight D&D 
or Pathfinder, though, he'll make a great model for a player-character as is. This is 
a really exceptional model. 


60003 Amiri, Barbarian $3.99 
Sculpted by Derek Schubert 


If oversized swords are not your thing then 
this figure probably doesn’t do a lot for you 
but | like it and don’t mind big honkin’ weap- 
ons sometimes. This figure comes with a 
quiver containing two spears as a separate 
piece that glues on to two small pegs on her 
back. I'd put these on after painting both 
pieces so you can get to the parts of the 
model that these weapons end up covering 
up. | did spend more time cleaning her than 
any of the other Pathfinder figures as there 
were some visible mold lines and several bits of flash. | really like the composition 
of her armor. It’s made up of hardened leather pads/plates and a bit of metal here 
and there but it’s stylized look really does it for me. Her left hand wears a gauntlet 
that ends in three large claws. She is standing in a pretty static pose but her hair is 
being blown around. | like this figure a lot and am trying to figure out a way to drop 
her into my oldest son’s Chaos Warriors army. She doesn’t have an evil look to her 
at all but she might work out in a unit of Chaos Marauders. 


60004 Harask, Dwarf Ranger $5.99 
Sculpted by Todd Harris 


This is one dwarf that is really ready to go 
adventuring. He’s running forward and is 
about to bring down a large axe on some 
enemy but he’s also wearing a backpack with 
a bedroll, has a crossbow an quiver on his 
belt along with a bunch more gear to go dun- 
geoneering with. He has long hair and, for a 
dwarf, a modest beard and moustache. His 
leggings and boots are leather but he also 
appears to be wearing a metal breastplate. 
The pose is very good and suggests a lot of 
action. | did not find a mold line on the figure at all so cleanup was limited to one 
tiny bit of flash on the axe. In addition to being used as a player-character model 
he’s begging to be dropped into a Dwarf Warlord army, too. 


60005 Areal, Half Elf Cleric $3.99 
Sculpted by Gene VanHorne 


| don’t really get “cleric” here as the 
figure really says “fighter” to me more, 
but that doesn’t take away from it being 
a gorgeous figure. There’s a great 
amount of fine detail work on the figure 
and the pose is one of cool confidence 
in his abilities. It’s almost like he’s sig- 
naling to his mates, “It’s ok, | can take 
care of this.” Just very darn cool. | 
really like the big point elf ears that 
stick out beyond his flowing hair. His 
face appears rugged and stern and you can imagine a wind blowing from left to right 
with the movement of his hair and decorative sash. The amount of fine detail might 
be daunting to paint but I’m going to give it a go, but just not as a cleric. 


60006 Goblin Warriors $10.99 
Sculpted by Ben Siens 


I'm not a big fan, well not really a fan at all, of GW’s goblins for WFB so I’m usually 
intrigued by other sculpts of these little green buggers to see if they're being done 
more to my liking by someone else. The first thing you'll notice about these is that 
their heads are oversized when compared to their bodies. It's almost distracting but 
sort of in a good way. | don’t mind that their heads are too big. It makes them 
seem less humanoid and more monster-ish to me. Each needed some attention 
when it came to cleaning as there were some visible mold lines and flash. About a 
minute or two each and they were ready to base. The archer one is biting his 
tongue a bit to help his aim, and the guys with spears both have their mouths open 
as if they are yelling with their tongues hanging out. | can almost envision them in a 
goblin version of the “Waaaaassss Up!” beer commercial from years ago. The pose 
of the last one, with just a sword, seems a bit off to me when compared to the rest. 
He's just smiling with a mouth full of teeth showing and almost seems to be dancing 
a jig. While these are sculpted around what goblins look like in Pathfinder | think 
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they are suitable for other rpgs and think that it would be pretty cool to see them 
used in a WFB or Warlord army. A pack or two of these and the Hook Mountain 
Ogre, below, would make for a very good encounter. 


60007 Sinspawn $3.49 
Sculpted by Derek Schubert 


This is a humanoid monster in the Pathfinder 
game that are CR2 and are neutral-evil in align- 
ment. They have a ghoulish appearance to 
them but are not undead. | could see the figure 
being used in that capacity, though. This sin- 
gle-piece figure had a few bits of flash but no 
visible mold line. His feet and arms end in long 
talons and his mouth also has what looks like a 
pair of really long tusks to go along with a 
nasty, long tongue and smaller regular teeth. A 
bald head and sunken face with big, beady eyes completed the look of this gaunt 
killer. A simple loincloth is all he wears. | would guess that they are staple low-level 
monster since they devoted the creation of a miniature around it. 


60008 Hook Mountain Ogre $16.99 
Sculpted by Dave Summers 


This is one big, heavy 
model that comes in 
three pieces. The head 
and left hand are sepa- 
rate pieces that fit into 
place quickly and easily. 
The look on his face 
makes me think of some 
kind of demented hobo 
and maybe that's not too 
far off for an ogre. | ex- 
pected there to be more 
cleaning needed on a 
figure this size but it was 
not bad at all. 


The only mold line | found was on his weapon, a giant hook, and there were only a 
few bits of flash on some of the parts. There are three human-sized skulls tied to 
his belt. His clothing is all ragged and patched together. He wears overalls and has 
cloth and leather leggings and forearm coverings. His muscles are clear and well 
defined without being overdone. Details like cracked fingernails and his stringy hair 
are all clear and well done. | would have no problem dropping him into an Ogre 
Kingdoms army for Warhammer Fantasy and, of course, his primary use as an en- 
emy to a group of adventurers goes without question. 


3440 Creature Components II $9.99 
Sculpted by Various Artists 


In this pack you get six 
sprues of monster 
parts. You get three 
heads (giant vulture, 
giant bug and slithe 
queen), two webbed 
hands and two bony 
clawed hands, a silte 
tail and ten tentacles 
that end in eyes. This 
is a pack that you 
really need to have the 
end in mind ahead of 
time and is not so 
much of a, “Hey, this would make a cool character.” pack that you might pick up on 
awhim. I've been collecting bits to use for some Forsaken for my son's Warriors of 
Chaos army for a while and | think that most of what's in this pack will be usable. 
The vulture and bug head will be a bit larger than the standard head on the plastic 
chaos warriors, and a bit of green stuff will be needed, but | think they'll be ok. | can 
also swap out some of their hands with the ones in this pack. Between some green 
stuff and the eye stalks/tentacles I’m betting that | can at them in place, or maybe 
coming out of, the standard chaos warrior heads. With some kind of larger body as 
the base you could also use all of these parts to make a pretty unique chaos spawn. 
Creature Components | (3334) is full of hands, claws, pincers and tails in case 
you're interested. 


3449 Halmar, Young Wizard $4.49 
Sculpted by Matt Gubser 


| know that dark elf spellcasters in WFB are female but I’m 
really tempted to paint this guy up as a sorcerer. He's looking 
down with a sneer that I'd expect from a dark elf and there’s 
just something about the figure that makes me want to use 
him in that capacity. It's a single-piece casting that had two 
very faint mold lines along his long robes and one across his 
head that was thicker and needed some more attention. 
There are many small pouches tied to his belt and his left 
hand is reaching around his back to grab something out of 
another pouch. I'm not really sure what he’s holding in his 
right hand, though. It sort of looks like some kind of magical 
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blade from how he’s holding it or it might just be the magical smokiness coming off 
of some jar that he’s opened. Either way, | like the figure and he'll probably end up 
in my Dark Elf army. 


3450 Mummy Lord of Hakir $4.79 
Sculpted by John Winter 


Man, what a cool figure we have here. If 
you are looking for an alternate model to 
use as a leader of a Warhammer Fan- 
tasy Tomb Kings army look no further. 
This one fits the bill perfectly. He'd also 
do wonderfully in a Warlord Nefsokar 
army. There is a small second piece to 
this model, a winged scarab, that goes 
on his back. It’s not large enough to 
where I'd recommend painting the pieces separately and assembling them later. | 
think it will be fine to complete the assembly and get to painting. Being a mummy | 
think that the painting of his wraps will go quickly and easily and you can spend 
more time picking out the details and sparkly bits on the model. His left arm was 
bent a bit in the package but it was easy to get back into line. He did need some 
cleaning, though. There was a visible mold line around most of the figure and a few 
bits of flash on his weapons. | really like the pose. He looks like he’s urging his 
troops to surge forward and his mouth is open wide as if he’s shouting forth an or- 
der to charge. He'll easily fit onto a 20mm base and if you’re WFB opponents are 
not sticklers when it comes to what minis you use I'd recommend using him. 


3451 Norgol, Irongrave Knight $6.99 
Sculpted by Bobby Jackson 


This is a two-piece model of a very heav- 
ily armored evil knight. | say evil based 
on his name not sounding too much like a 
good guy, but his armor and axe are also 
adorned with skulls to make sure you 
know he's a bad guy. The horns on his 
helmet and shoulder pad were slightly 
bent in the blister. Cleaning was sort of 
middle of the road with some needed but 
not to excess. The arms and axe area 
cast as the second piece and glue up to the rest of the model up at the elbows. 
There are little pegs on the arms and voids in the upper arms that didn’t quite fit per- 
fectly as one of the pegs was a bit thicker than the hole it was supposed to go in. | 
ended up just cutting off the pegs and gluing it at a flat-to-flat joint, which should be 
fine. | think that he’d make an excellent champion for a unit of Chaos Warriors in 
my son’s army. He'll look a bit different than GW’s standard plastic troops of that 
unit, enough to stand out as the champion, but | don’t think so much as to where 
he'd look out of place. 


3453 Ghoul Witch on Cauldron $4.99 
Sculpted by Matthew Bickley 


Here’s another figure that I'm thinking about add- 
ing to my Dark Elf army. I’m in the process of 
building a custom Cauldron of Blood by using an 
extra Eldar Avatar as the statue of Khaine and 
some old-school Witch Elves as the Hag and 
other dark elves that go with it. I’m at a loss, 
however, for what to use as the cauldron unless | 
try to find a suitable replacement at a craft shop 
or try to get a hold of just the cauldron from the 
box set. Where does this model come in? Well, 
when | saw it | wondered if | could use it as the 
cauldron and the hag. Yes, she’s ugly as sin and 
is not a dark elf but she does have a resemblance 
to a hag and | could just say that she’s a really 
degenerated, old, ugly dark elf that’s sitting on her cauldron of blood while playing 
with a large snake. If that idea doesn’t pan out we still have a good monster here 
for an encounter. | used a hag a couple of years ago and she gave the party fits 
trying to deal with her. This one is a single-piece model and what she’s not wearing 
in clothes, next to nothing, she makes up for in ugliness. It’s all well done and if you 
look inside the cauldron you can see some bones of whoever got themselves boiled 
down. If you see her in a future WFB battle report featuring my dark elves you'll 
know the idea worked out. 


3456 Animal Companions $8.99 
Sculpted by Julie Guthrie 


This pack is probably 
of most use for those 
of you playing rang- 
ers with an animal 
fcompanion in D&D. 
In this pack you get a 
bear, a wolverine and 
a falcon. Each of 
them can fit onto a 
20mm or 25mm base if you want. All three are well done and look good but usabil- 
ity of this blister is a bit narrow. You could use the bear in a low-level wilderness 
encounter and the falcon could also serve double-duty as a familiar to a magic-user. 


3460 DHL Classics: Samurai 
Sculpted by Werner Klocke 


This blister is a re-release of three samurai warriors (2402, 2438, 2505). | am no 
expert on samurai armor or weapons but these guys look very good and authentic. 
If, like me, you are a stickler for bases all three of these will easily fit onto a 25mm 
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square base. The poses are all good and | especially like the mask on the guy 
that’s holding two swords. There's a lot of detail on these figures that might make 
them a bit imposing for novice painters but I'll be giving them a go and I’m no mas- 


ter. My only complaint with this blister is that all of the swords were bent. | was 
able to get them back into position without breaking any but this blister would bene- 
fit greatly from a piece of foam to keep everything from rattling around so much. | 
spent more time unbending swords than any cleaning that was needed. All of the 
castings were clean and detailed. | think any of these three would make interesting 
and unusual player-character models and if you're still playing Clan War I'm sure 
that you can find a use for them. You could also use them, along with a naga or 
similar monster (Reaper's Ogre Mage 2486 would be great!) as a good encounter to 
put against your party of adventurers. 


14547 Nightspectre $8.99 
Sculpted by Julie Guthrie 


This is a second sculpt of a 


monster for the Necropolis army in Warlord. The original 
(14182) is actually a couple of dollars more than this ver- 
sion and is not a single-piece as this one is. With this one 
we have at least five skeletons surrounded by some kind 
of otherworldly vapor or mist. The figure sits on a 40mm 
base and has a pretty cool look to it. There were a cou- 
ple very thin “webs” of metal between some of the skele- 
tons and whispy smoke parts that needed to be cut out. 
I'll be using it as an alternate Spirit Host for a new Vam- 
pire Counts army that I’m working on for WFB, but Ne- 
cropolis players now have a choice between two different 
sculpts of this monster for their army. It could also be 
used as a unit filler for regular skeleton warriors. Defi- 
nitely cool looking and | like it. 


14556 Bloodstone Gnome Bodyguard Cpt $3.99 
Sculpted by Chaz Elliott 

This single-piece model is very 
similar to the Bloodstone 
Gnome Bodyguard (14488) 
models. The main difference 
is the posing of his weapon. 
The regular bodyguard have 
their spear more upright and in 
one hand with another weapon 
in their left hand. The rest of 
the model is almost identical 
with some small additional de- 
tails sculpted on this one. 


He 
helps flesh out the Bloodstone Gnomes line a bit and I'm eager to see their army list 
for the 2nd edition of Warlord. 


14557 Elven Stadard Bearer 
Sculpted by Bobby Jackson 


I'm not a huge Wood Elf fan, but the Elven Royal Guard do something for me. | like 
their sharp and armored look more than GW's High Elves. This sculpt is a one- 
piece model of a standard bearer for the Elves in Warlord. The banner has a large, 
mostly flat, area where you can freehand paint to your heart's content if you want or 
you can just as easily leave it blank. The bulk of cleaning that this figure needed 
was on the edges of the banner but these were 
little burs that scraped off pretty quickly. | think 
the pose is ok, but would rather have seen his 
left hand with a sword in it in- 
stead of tugging on the banner. 
| could see this guy, and a 
whole unit of Royal Guard 
ranked up for use as an alter- 
nate unit of High Elves in WFB. 
He could also serve as an elf 
Warlord in D&D since there are 
magical banners to be had in 
that game. The only problem 
with that might be that they are 
more planted in place and you 
can walk away from them and 
not so much carried around. 
However you look at using this 
guy he’s a good addition to the 
Royal Guard in Warlord so I’m 
sure elf players will find him 
useful. 


Foren over ‘three years, Battleground: Fantasy Warfare has provided tabletop wargamers 
with the ‘gameplay experience of a full miniature wargame that you can put in your 
pocket, Now this award-winning system ventures into the classic struggle between 

r Rome and oe with ine aaaelee fore Warfare agdithe Second Punic War 
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14561 King Axehelm of Kragmarr 
Sculpted by Bobby Jackson 


This figure comes with three parts, but only 
two are really required. There is a second 
horn that goes on his helmet and there's 
also an extra portion to his cape/cloak that 
you can choose to put on or leave off. If 
you put it on you'll cover up a rune on his 
back but you'll add a bit more of a sense of 
movement (the flowing cape) to the whole 
figure. Personally, | think it looks better 
with the additional part of the cape but it won't look strange if you choose to leave it 
off. The pose looks a little bit open and flat at first glance but he’s holding his shield 
aside to strike with the axe. | found no mold lines but there was a bit of metal that 
ran from the bottom of the shield to the left knee that needed to be removed. The 
hair on his beard is very clearly sculpted, down to thin strands of hair. Extra details, 
like runes on his axe and a dwarven emblem on the face of his shield, have been 
sculpted which will make things easier to 
pick out for the painter. | can see him being 
used as a player-character model, as the 
head of a WFB dwarf army or in Warlord. 


14563 Salty Dog $8.99 
Sculpted by Tim Prow 


It's not explicitly stated on the blister pack 
itself, but | don’t think it's too much of a 
stretch to expect this model to show up, 
eventually, in the Razig (undead pirates) 
faction for Warlord. An undead, maybe 
zombified, werewolf that’s climbing on what 
appears to be a rotten and broken ship's mast? Come on, of course that’s where it 
will end up. Anyway, this is a two-piece model where the right arm is connected up 
at the shoulder. There are bones, muscle and innards visible where the skin and fur 
have been torn away. The head has a good slathering, mad-dog look to it with the 
tongue hanging out and lots of teeth visible. This would also make a good figure for 
a surprise encounter aboard a ship in a D&D game. 


14567 Hok Sergeant 
Sculpted by Gen VanHorne 


Unlike the other Hok models who have big spiky 
gauntlets, the sergeant is armed with a staff that 
has two big spiked ends. His weapon was 
slightly bent in the package and had to be care- 
fully put back right. The bottom club part will 
overhang the base a bit so he'll end up posi- 


tioned towards that side unless you build up the base a bit. This is a single-piece 
model and his mask and dress match up well with the other Hoks an the Bloodstone 
Gnomes. I've been a fan of these little guys since they first started coming out and 
still am. For non-Warlord players a whole bunch of these guys could still be used 
very well as denizens of the Underdark in D&D or could also be very passable alter- 
nate Chaos Dwarves in WFB. 


ASTERSERI 
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To finish off this issue's 
Reaper reviews | got a sample 
of six new colors in the Master 
Series Paints line. This line of 
paints comes in 1/2 ounce 
dropper bottles, are a bit thin- 
ner than their Pro Paints line 
and can be used in an air- 
brush as well as traditionally 
brushed on. The each retail 
for $2.99 and many can be 
purchased in groups of three 


GED Muddy Soil 
@@® Basic Dirt 


@S™ Brown Sand 
@m™ saffron Sunset 

mm" Moth Green 
colors that all go together for 


Qe Sandy Brown 
$8.95. I've never had a prob- 


lem with any of the colors in this line and like them a lot. 


9244 Muddy Soil, 9245 Basic Dirt, 9246 Brown Sand 
In this trio the muddy soil is the darkest and is almost black. Once dried it's 
less black but still a very dark brown. The middle shade is still a pretty dark 
brown but is definitely brown. The last is close to a leather and that's proba- 
bly how I'll use it most. If you are doing sandy bases an initial drybrushing of 
Brown Sand and then a highlight of Sandy Brown, below, would look good. 
Saffron Sunset 
This is almost a dark yellow squash color. For NMM practitioners out there it 
could serve as a good bas for gold. For me it's probably the base for slightly 
darker human flesh or maybe the clothing of humans in the Nefsokar faction 
for Warlord. 
Moth Green 
This is a very bright green that would be a great base or highlight for goblins 
depending on whether you like your gobos on the lighter or darker side. 
Since | usually dip when I'm doing large batches or units of figures I'll use it as 
a base and then dip or wash after that. It has a good eerie quality to it so | 
think that it would also do very well as a contrasting color in units of undead. 
9249 Sandy Brown 

Another darker human flesh base here and also a good base color for leather. 


9247 


9248 
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ADB-6101 Klingon Armada $16.95 
Published by Amarillo Design Bureau and 
Maejstic Twelve Games 


Recently, Amarillo Design Bureau and Majestic Twelve 
Games have teamed up to bring the game world of the 
Star Fleet Universe (Federation Commander and Star 
Fleet Battles) to the Starmada game engine. In Klingon 
Armada 


| won't be comparing the two, well three really since Fed- 
eration Commander and Star Fleet Battles (SFB) are not 
really the same game or there wouldn't be two of them, 
systems here but bringing you my account of what you'll find in the Klingon Armada 
book itself. Ultimately, Starmada and Federation Commander (or SFB) are different 
games and each one suits one playing style over another. Basically, FedCom is 
pretty centered around resource management and some number crunching and 
Starmada can be seen as being more streamlined. Play one, play the other, play 
both. Do what you want, but now you have the ability to play in a universe that 
you're probably very familiar with but using a different game engine. 


The book starts off with a nice intro to players of both games’ players and it explains 
what's going on. Since it’s just a rulebook you will need counters or miniatures to 
play with and these can all be purchased through Amarillo Design Bureau. Then we 
get into a Starmada glossary that immediately clues you in to terms that you'll see 
later in the rules. It also gives FedCom players an early heads-up as to some of the 
changes they can expect when moving from one system to the other. 


We then spend a couple of pages learning about ships, how they are classified and 
how to read a datacard. Everything from weapon ranges to number of shields is 
easy to understand and play with. Then we get into learning how to play the game. 
You get the basic, or quickstart, rules in this book and | see that as a big plus to get 
new players into the game. The game turn moves through four phases where op- 
posing players will write secret orders, move, enter into combat and then wrap up 
before moving on to the next turn. When giving orders each ship needs a secret 
order that details how far they are moving and if/when they are turning. Your ships 
are limited in the number of turns they can make each turn. A movement order of 
2P2P2 means that my ship is moving 2 hexes forward then turning one hex facing 
to the port (left) then moving 2 spaces forward and then turning another hex faxing 
to the port and finally moving two more spaces forward. Since writing an order for 
each and every ship could get a bit cumbersome | don't expect that you'll see sev- 
eral dozen ships on a side of a game. You do need to figure thrust of your ships to 
determine if they can perform the maneuver you want, but as with any game, once 
you learn what to do and how to do it it's just part of playing the game. The learning 


curve is not too steep here. Shooting is very easy. You roll a number of dice based 
on the weapon's rate of fire and if you if you meet the accuracy needed on the roll 
you hit. If you hit you then roll to see if you penetrate the ship's shields and if you 
do that then you roll to see what kind of damage you caused. It sounds like a bunch 
of die rolls but it’s all d6 based and once you're in the swing of things it's really not 
any harder than rolling to hit, wound, save in a game like Warhammer. As is fitting 
for any space game there are rules for fighters to swarm around larger starships. 
These rules are easy to follow and won't bog things down. 


Almost half of the book is devoted to datacards for everything from huge 800+ point 
battlestations to 30 point freighters that will serve as some target practice. Of 
course, you get Federation and Klingon staples to play with and you'll also find 
ships from the Kzinti, Tholians, and Orion Pirates. 


The designer is very up front in saying that they had no intention of directly porting 
FedCom (or SFB) over to Starmada. That would be pointless and they say as 
much. What's done here is to bring the flavor of the Star Fleet Universe into a dif- 
ferent game, that plays differently, to open up some new possibilities to new audi- 
ences. | think they've pulled it off rather well. 


There is no index at the end or table of contents at the very front of the book, some- 
thing that would help all players find particular rules or ships without having to flip 
back and forth through the book. There is an index toward the center of the book, 
but this is more to detail what books other rules appear in. Many are in this book, 
but it serves to let you know what other products you might want to pick up. Future 
products in this line would benefit from either , or both, of these. In the end there 
ends up being three groups of players as possible target audiences for this product. 


First are your FedCom players that will see something that’s familiar to them in the 
ships and setting but new in the game system. The longevity of FedCom and SFB 
might end up meaning that hard-core players could be hesitant to try the Starmada 
system but they should give it a try first before passing judgment on it. Starmada is 
not FedCom, but it's not supposed to be either. It's its own game, but now contains 
some cool new toys to play with. 


Second are your Starmada players who have quite possibly taken it upon them- 
selves to write up rules and stats for their favorite Star Fleet Universe ships already 
but there are now official rules for everyone to use. | see this group as probably the 
most excited about this crossover. 


Then we have players who have not played either game yet but have some knowl- 
edge of the Star Fleet Universe and might pick up this book. Having the core rules 
in this book was a very good idea because it opens up the market to these non- 
previous-players. If | have to buy a supplement and then go buy the actual rules 
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just to see if | like a game I'm not as inclined to do it. Sure, the rules here are just 
the basics to get you started but dropping $17 and then maybe going back to get 
the full rules (another $17) and expand the game even more. | think this was a 
good collaborative effort on the part of MJ12 and ADB and hope that it’s successful 
enough to drive further cooperation. 


Review by Mark Theurer 
Streets of Himmelveil $11.95 
Published by World Works Games 
Designed by Denny Unger 


Instead of looking at a few new terrain kits/sets from WWG we have a whole new 
system to check out here. The new TerrainLinx system is a method of constructing 
this, and presumably future, layouts from WWG where each tile is easily joined with 
others to create a more stable playing platform that can be taken down and rebuilt e 
without too much trouble at all. This is not a new concept for the guys at WWG, & 

though. Previous sets had the option to build tiles in a way that they would connect 
together via an X that you would build along with the lies. The problem with this is 
that it ended up being very visible where the tiles were connected because you saw 
all these foamcore X's throughout your build. | eventually abandoned this and glued 
my tiles down on thin medium density fiberboard and while this got rid of the foam- 
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core X's it was near impossible to get perfectly 24” square pieces of MDF so there 
were still gaps and bits of bare area. With this new system you'll end up doing more 
cutting of the foamcore that your going to mount the base tiles on, and also some 
more scoring and cutting of the tiles themselves, but the result should be a cleaner 
and more uniform looking play area. There’s more than that to the new system and 
we'll get to that in a bit. 


The base tiles, streets in this set, are 6" square and you can print them with 1” or 
1.5” squares printed on the street tile or none. | usually go with the no-grid option 
because most of what | play uses a ruler instead of squares but if you're using these 
for D&D or other role-playing games then the 1” version is perfect. Each tile ends 
up being mounted on 1/4” foamcore and it's on the foamcore where you will cut out 
7 notches that will later accept the connector that will hold one tile to another. The 
connector will also be cut out of foamcore, too. When you go to mount the printed 
tile on the foamcore square you'll be covering the notches that you cut so they won't 
be visible. Then, when you are playing you'll us the connectors to, well connect, the 
tiles together so they stay in place better. You could just build entire large tile sec- 
tion on 20" x 30” sheets of foamcore instead of cutting them down to 6” squares if 
you like. 


The bulk of the streets set are, as you guessed it, streets and you can build a really 
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You’ve Leveled Up Your,Characters... 


02701: Thor 02999: Kendra 


03025: Pharess 
02909: Nienne 03099: Quimby 


Now Level Up Your Miniatures! 
DDARST 


Ar 
DEEI|COUIPTIERS 


* Dark Heaven Legends, Warlord 
and Chronoscope Models are 
hand cast in high-quality pewter 
and come unassembled 
and unpainted! 


* Legendary Encounters figures 
are Pre-painted non-random 
plastic figures! 


* Sculpted by the best names 


* Over 2000 models to in the industry! 


choose from! 


*Find the figure you need on 

* Monthly new releases to our Figure Finder! 

satisfy your campaign needs! 23) www.reapermini.com/figurefinder 
* Can be melted down into Bullets in case of Zombie Uprising! 


good looking place to play with it. There are no buildings in this kit but you do get 
parts to make stairs, bridges, and walls so it would not be hard to put together a 
game table packed with terrain and even on multiple levels. If you were a fan of 
multi-level play in games like Necromunda this is like a fantasy toolkit that allows 
you to do the same thing, but only exactly how you want to instead of using just 
what comes in the box. 


| am very much looking forward to putting together a large set, with multiple levels of 
course, to use with Warlord, but you could use it for any game of your choosing. 
Fans of Mordheim or Cadwallon should find a lot to like here. As with any WWG set 
you need to be ready to do some work on your own before being ready to play and 
you'll also need to budget for the extra expense of printing out sheets along with 
glue and foamcore along with a hobby knife and extra blades. 


Himmelveil Sewers $11.95 
Published by World Works Games 
Designed by Matt Lyon 


This second set focuses on the grimy, effluence-filled, sewers beneath Himmelviel 
(or whatever fantasy city your adventures are set in). | played several games of 
Cadwallon where we were romping around in the sewers (don't even ask about how 
our goblin rogue managed to sneak up on the enemy and remain out of sight) and a 


set like this would open up all sorts of new places to play. As with the streets set 
the bulk of what you’re going to be using are 6” tile sections to lay out your play 
area, but these have streams of putrid wastewater flowing through each tile. 
There’s more floor area than actual sewage on each tile so you're not going to be 
wading through poo-water the whole time. In this set you also get walls and balco- 
nies so you could build an entire undercity city. You could use this set to build an 
even larger, more multi-leveled, play area if used along with the streets set or you 
could use it on its own to build a dungeon-like labyrinth. Of course, building such a 
large set would take some time and forethought, but if you fancy yourself as some 
kind of fantasy urban developer than you'll have a great time with this. 


WWG has also included files for use with the CraftRobo and Silhouette 3D auto- 
— al mated cutting systems. | have not used or invested in either of these, but they 
seem like they'd make all of the cutting and scoring work easier and quicker. Over- 
all, I'm very impressed with both of these sets and there's already a Canals set out 
that you can combine with these two to make really dynamic, and big, areas to play 
on. They are very much worth checking out for anyone that's interested in putting 
together their own terrain to play on. Be sure to check out the demo videos at the 
WWG site. These guys are masters of video presentation of their product. 
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Grind $59.99 
Published by Privateer Press 


Grind is a new boardgame from 
Privateer Press that features some 
very well-known steam powered 
i} behemoths fighting it out while 
pushing around a massive spiked 
ball on the cover of the box. While 
not officially set in the Warmaching 
world it’s obvious to any of us that 
have played Privateer Press’ game 
of steamjack combat that you'll be 
beating each other down with what 
appear to by Cygnar and Khador ‘jacks. Actually, the Cygnar figures are from the 
Iron Storm team and the Khador ones make up the Steel Fury team. The rules for 
Grind were originally released back in No Quarter, Privateer Press’ magazine, back 
in issue #10 but they are here now in all the glory that goes along with its release as 
a board game. 


se 


FULL METAL BATTLE SPORT 


Inside the box we find a large game board, enough components to build ten steam- 
jacks, dice (the same kind of colored dice that you get in Monsterpocalypse), a 
small sheet of cardstock counters, the giant ball called the grinder that you'll be 
fighting over and a couple of columns that create some obstructing terrain on the 
field of play. The box insert has nice deep wells where you can keep everything 
once it's assembled and there's really no wasted space here. 


Let's talk about the miniatures first because | know that Warmachine players have 
got to be out there drooling about the possibility of getting ten warjacks in the Grind 
box. First off, once assembled they are comparably sized when matched up 
against existing metal warjacks for Warmachine. All of these come in six plastic 
parts, head, body, right and left arms, and right and left legs, that snap together. 
You will not be gluing these figures together because part if the strategy of the 
game is developing different combinations from game to game because different 
arms do different things. Some are just there to help you move the grinder around 
towards your opponent's goal, some are good for smacking around enemy jacks 
and some give you different ranged attacks. If you glue your guys together you'll 
lose the ability to change them up from game to game. So, no gluing the arms. Got 
that? The head and legs are good to be glued on to the body and you might as well 
glue the armless jack down to the base while you're at it. The jacks snap together 
pretty easily but not so easy that the arms and legs will just fall off. You could use 
these in Warmachine if you really wanted to but there are some things that will 
probably turn you off of this idea. Some of the jacks that you get are smaller and 
are what you’d consider light jacks in Warmachine. Since there are no light Khador 
jacks you can’t really port those over. Also, all of the Grind jack models come on a 
large round base and this is larger than the ones that light jacks have in War- 
machine. | quickly came to the conclusion that these are meant to be Grind playing 
pieces and are not designed to serve double duty. If you want to, go ahead, but I'll 


leave mine in the Grind box when I'm playing Warmachine. The plastic holds detail 
pretty well and the actual material reminds me a lot of the figures that you get in 
games like Doom and Descent. Of course, those games are made by Fantasy 
Flight Games and not Privateer Press but the comparison between the types of 
plastic figures is still valid. Anyway, they are good figures and expect to see lots of 
good plastic models for Warmachine in the future if this is an indication of their start- 
ing point. 


In Grind you will be controlling a team of five ‘jacks and are trying to push the big 
metal spiked ball, the Grinder, into your opponent's goal. Sort of like basketball 
without dribbling. Sort of like Rugby without a scrum. Sort of like...ok so not like 
those much at all. During each turn you'll activate each ‘jack which can move and 
make an attack. You can move and then attack or attack and then move. Each 
turn you'll have ten of the white (Action) dice to use. Making attacks can use up to 
a certain number of white dice and always use a specific number of blue (boost) 
dice. Also, you'll have access to red (power) dice and get to use more of these as 
the game goes on. When rolling dice you're looking to get strikes (one or more 
blast markers on the face-up side). The more you get, the better you did. As an 
example a Heavy Fist can use up to 4 white dice and always gets to use 1 blue die. 
If you've already used up all ten of your white dice for the turn then you'd only get to 
roll the single blue die for this attack. So, there is some resource management go- 
ing on and you need to decide when in each turn is the time to pour in all of the dice 
that you can and when it's time to hold back. Movement is handled easily and the 
game is played in two periods each of which is made up of five turns for each 
player. At the end of the second period the player with the most goals wins. 


As in Warmachine there are special attacks your ‘jacks can perform and there are 
also special plays that you can call once per turn. The rules are all easy to follow 
and a game can be played in about an hour, less if you have two players that are 
pretty familiar with the rules and can just move along without referencing the rule- 
book much. You also get two cardstock reference cards that give you pretty much 
everything you'd need to play after you go through the rulebook for the first time. 
The arm options are all detailed on these cards, too, so you can easily review them 
before sitting down to play and decide how to outfit your team. Many of these 
weapons also have special abilities. 


Grind has a built-in audience with Warmachine fans, but it’s also not needed that 
you have any knowledge of that game world or game to be able to play and enjoy 
Grind. There are some really good tutorials on the Privateer Press website that will 
give you a good heads-up on how to play Grind and put together the models. | 
really like that they took the time to do this. The rulebook is easy enough to follow 
and the ‘jacks are not hard to put together, but having someone basically walk you 
through how to play the game just makes thing come a bit easier when you do sit 
down to actually play. Watch the videos once or twice and then get to playing. 


Review by Mark Theurer 
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The Quintessential Rogue $24.99 
Published by Mongoose Publishing 


The Quintessential Rogue, Book Three by Mongoose Pub- 
lishing is a 8.5 x 12 inch perfect-bound 144 page book. It 
has a 4-color cover with hinge creasing. This black and 
white book has a full color cover. It has a good-sized easy 
to read font and the chapters are marked in the outer mar- 
gins of each page. The artwork varies, but for the most 
part does not add or detract to the information the book 
presents. 


This book in the Quintessential series discusses the rogue 
class, starting with role playing advice and information such as interacting with other 
classes to origins and roles to assign your character. The book also introduces new 
powers and feats and delves into new magic items and tools for the rogue. Most of 
this book is directed to players, but GMs will find some excellent information for lay- 
ing out new adventures. 


The book itself and each of the 7 chapters starts with a brief introduction in a journal 
type format meant to set a tone for the overall book. These do not really add to the 
information presented, but they are interesting to follow if you are reading the book 
straight through. 


To a beginning player or to a player who has never run a rogue this information can 
be essential in understanding how this class can be useful in a game. Armor, 
weapons, tactics, and even a breakdown of what powers can best benefit the rogue 
are covered in very good detail in this chapter. The breakdown of useful powers 
goes through each tier, and includes powers from the core rule books as well as this 
supplement. Clear cut reasons for each choice are given along with a comparison 
to other powers. There is even a section on how the rogue's starting money can 
best be spent. Combat tactics are covered in this section as well, with a good run 
down on the striker. Since the striker role, especially for a rogue, is very different 
from the defender this is a very useful section of information. Positioning, weapons, 
and initiative are all discussed and can be very helpful in making your rogue combat 
effective (and long-lived). The role of the rogue is then expounded upon in noncom- 
bat role-playing situations. If you have a RP-heavy campaign this section has some 
excellent insight into how a rogue fits into the adventure in several different adven- 
ture situations, from towns to the outer planes. Races are also discussed with focus 
on how each race fits into the role of a rogue. This book even goes on to describe 
how rogues function in relation to other classes, with mostly RP oriented information 
that can help you add some depth to the rogue’s interaction with his or her fellow 
party members. 


Origins for the rogue are also covered and elucidate the background for each origin, 
where the rogues come from, why they do what they do, and what benefits they can 
glean from this background. Each origin starts with a description, followed by infor- 
mation on roleplaying and the rogue’s function in an adventure. Advices on race 


choices and build options follow this, as well as suggestions for feats, skills, powers, 
and paths. All of this information is followed by the benefit that the rogue gains for 
choosing this background. For example, the Tomb Raider background gives the 
rogue Arcana added to their class skill list as well as a +1 bonus to AC and Reflex 
against trap attacks. There are 10 backgrounds to chose from, ranging from the 
Sindbad-like Sailor the to morally derelict Pusher. 


Chapter 2 deals with powers. A full range of at-will, encounter, daily, and utility ex- 
ploits are detailed. Each power is laid out just as in the D&D core rule books. Most 
of the powers, as would be expected, are built around light blades, but there are 
several that are built around shuriken or crossbows, and even slings. The powers 
tend to be very useful and continue the tradition of having colorful names such as 
See No Evil Suffer No Evil, a utility power that causes a will attack to go up against 
your Reflex instead, to Corner the Target, a daily power that gives a constitution 
bonus and a secondary attack. Many of the powers rely on the three new tactics 
that this book introduces as well. First is the Elusive Nemesis, which allows you to 
subtract your constitution modifier from Fortitude or Will based attacks against your 
rogue. Swift Executioner allows the rogue to gain an Intelligence bonus to damage 
on any attacks that are immediate actions or immediate interrupts. Finally there is 
Tactical Opportunist which gives the rogue a bonus to AC equal to their Wisdom 
modifier against attacks from an enemy that has granted you combat advantage. 


Chapter 3 goes into the rogue paths. 14 new paths are outlined, each with a brief 
explanation, new exploits, and new features. A samples character/NPC is included 
for each path. Some of these paths, like the Treasure Hunter, are very much based 
on more modern rogue myths, whereas the Stormy Sea Privateer and Rebel Idealist 
are more classical examples of the rogue. 


Chapter 4 covers new feats for the rogue class. 20 new feats for each tier are intro- 
duced to the game. These feats are mostly simply for rogues; however some of 
these also require the rogue to be a certain race as a prerequisite. The feats them- 
selves are fairly wide ranging, mostly altering AC against specific effects or enhanc- 
ing the rogue’s ability to hit a target or increasing various skill checks. | Most 
seemed very useful and workable in the D&D game and offered a chance to expand 
the rogue’s usefulness and effectiveness in both combat and RP situations. 


Chapter 5 is the rogue’s tools. This is where the new gear weighs in. First is the 
non-magical adventuring gear. New thieves’ tools like miniature lock picks and door 
breakers as well as other subtle tools like camouflaging paint and blowguns are de- 
scribed to help the rogue in his trade. There is even a forger's box for fake papers 
and warrants (thus enhancing your Bluff and Thievery checks). Armor is next, focus- 
ing mainly on four new types of leather armor. New cloth, scale, and chain armors 
are also presented, but with less variation than leather. Then we get to weapons. 
The blowgun has already been mentioned, and ranged weapons such as blade fans 
and chakram are outlined as well. More traditional but overlooked weapons such as 
the main gauche and stiletto are presented as well as some less honorable but 
quite effective choices like garrots and saps. Four new weapon properties are also 
introduced and explained, choking, grabbing, hidden, and parrying. The next entry 
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is on torture devices. Torture is by no means the single purview of the rogue, and it 
would seem that this section could also be used to flesh out a very effective and 
frightening villain. Most of these items are distinctly unpleasant as expected, but 
historically accurate, from the iron maiden to the crate of dread (or “boo box” as it is 
called elsewhere). It is pointed out in this book that PC’s should not be allowed to 
torture anyone, unless an evil campaign is being run. Similarly, the next section, 
which is Drugs, is also prefaced with a warning that such items should be used only 
by depraved villains. The concoctions introduced are not medicinal, and in fact 
there is a section on drug addiction and even a disease progression chart provided 
if these are used. This could definitely present a very dark (and very adult) direction 
to any game, and probably ought to be used cautiously depending on the makeup 
of your RPG group. Finally magic items are covered. Armor, weapons, and the 
neck slot have the most choices, with some interesting choices for any rogue. Most 
of these items are very straightforward, such as the Health Stealer weapon, while 
others have a more literary bent, such as the Master Poisoner'’s ring, and yet others 
seem to be derived from Saturday morning entertainment, hence the Tin Mouse. 


Chapter 6 delves into the thieves’ guilds. This information seems more directed at 
the GM who wants to flesh out a rogue operation, either in a guild-run city or deep in 
the forest as a band of merry outlaws. Guild alignments are covered, as well as the 
purpose and command structure of the organization itself. Several good examples 
of “operations” are given, such as the Spy Agency or standard Thieves Guild fol- 
lowed by samples for the GM to use. Each sample covers an order of rogues, de- 
tailing knowledge that is available about the group (for a good History or Streetwise 
check), the leaders, headquarters, hierarchy, members, and symbol of the group as 
well as adventure hooks that can be used to incorporate or introduce each group to 
the world of the PCs. Again this information does seem more directed to the GM, 
but could provide excellent settings for adventures. 


The final chapter covers the rogue's lair. This chapter has a brief explanation of 
what one might expect from the lair of the rogue, but the majority of the chapter is 
devoted to new traps, provided for the purpose of making said lair that much more 
dangerous. These traps are actually very inventive. Some are strictly mechanical 
traps such as the acid orbs or trap of torched oil, while other are more complex like 
the Shrinking Curse or the Deadly Telephoning Circle. While this is also more for 
the GM, it will certainly give PCs some new worries. 


As with any nonstandard resource the player should probably check with their GM 
to make sure the material in this book is okay to use in a campaign. The wider 
range of powers and ideas for role-playing would benefit any player looking to make 
a well thought out and powerful rogue; however some of the darker elements might 
not fit well in your campaign. GMs can definitely find some new powers to give to 
NPC rogues, as well as adventure ideas to fuel new directions for your players to 
explore. 


Review by Stewart Morrison 


Traveller: The Third Imperium 
Alien Module 1: Aslan $34.95 
Published by Mongoose Publishing 


This book requires the current edition of Traveller that is 

bY available from Mongoose Publishing. Inside you'll find a 
#4 wealth of information about the lion-humanoid race known 
as the Aslan. It's a 234-page hardback book with black/ 
white interior art. In the past there were many complaints 
in reference to Mongoose’s hardback books where the 
covers would warp and the bindings were not up to snuff. 
| found nothing like this at all with this book and the bind- 
ing and cover were both top-notch. 


The book is broken up into several sections and contains a quick Table of Contents 
and a detailed Index, both of which are very welcome. Everything you'll need to 
play an Aslan or build an npc can be found here, starting with an introduction to the 
race, to character creation and getting to new equipment, too. The history of the 
Aslan is given about 10 pages of space and could be used in other games if you 
wanted. 


| especially liked the section on starships and space travel. You get several ship 
schematics along with information about ships’ crews and how the Aslan look at 
space and planets. Since a huge part of the Traveller game has to do with space 
travel and commerce | think this will be a very well read section for all players and 
GMs. 


You also get stats for many npc’s, systems and planets, all of which will aid the GM 
in preparing encounters and whole adventures. If your Traveller group has a decent 
number of Aslan characters then the value of this book in- 
creases quite a bit. Also, if you're a GM that plans on having 
lots of adventures dealing with the Aslan then you'll also find 
a lot of use here. Series completists will similarly desire this 
book, but if you’re not in any of those camps you might not 
find as much value. For other sci-fi games you can also find 
useful stuff inside that can be ported over to other systems. 
While the book has a narrow focus it's a good book that 
fleshes out more of the game universe. 


Review by Mark Theurer 
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ARMY BUILDING 


With the second edition of Infinity on overwatch (called Automatic Reaction Orders or ARO) waiting for something to 

having been out for a bit now I've move. I've found that Infinity is best played with a lot, a whole lot of terrain, and 

decided to build a new army to movement and battlefield flexibility are very important. 

play with. | enjoyed playing with 

Atte the Ariadna and Combined Army 

forces in 1st edition, but wanted something different. | settled on the Nomads be- | liked the grim and gritty feel of Ariadna and the variety of aliens that | could use 
cause | really like the sleek look of their armored troops and their robots just really with the Combined Army but did want a more high-tech feel to my next army. That 
do it for me. 


If you've not played or looked at 
Infinity yet the release of the 
2nd edition rules are a perfect 
opportunity for you to get famil- 
iar with the game. The rules 
are available for free on their 
website 


www. infinitythegame.com 


and while you won't get a feel 
for the background and fluff of 
each army you can also 
download full army lists and see 
what play styles might suit you 
best. Infinity is a game that’s 
generally played at skirmish 
level, what would be a handful 
or two of models, and has a 
vast amount of special abilities 
and equipment. It’s activation / 
turn sequence is a bit of a de- 
parture from many other games 
because you keep track of a 
number of orders that can be 
doled out pretty much as you 
wish. A very basic explanation 
of this means that you can have 
a bunch, or all, of your figures 
each do a little each turn or you 
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did leave me with plenty of choices, but | already have friends that play PanOc and 
YuJing so that helped steer me in the direction of the Nomads, but the models really 
sealed the deal for me. | am really taken with how cool they look and am hoping 
that my eventual paint jobs will do them justice. 


Being primarily a skirmish game, you can play Infinity at much higher point levels 
and model counts but | think the feel of the game can suffer a bit when you do this, 
putting together an army can be quick. But, | would not say that just because it’s 
quick that it’s easy because you definitely have to make some decision about what 
to include and what to do without. As is pretty standard practice for me I'll be detail- 
ing the building of this army in three chunks. Each one at a specific point level and 
each one also building upon the previous chunk. That way I'll have what are hope- 
fully playable armies at different point levels. Of course, I’m sure that I'll be adding 
on to the army over time, but that will mainly be things that can be swapped in or 
out of whatever | end up considering as staples of my force. 


The first block of troops that I'm going to build will be 150 points in size. This will 
give me enough figures to play around with and paint but, as you'll see, it won't be 
dozens and dozens of figures that need to be assembled and painted. On average, 
Infinity figures do end up costing more that other games on a simple figure-to-figure 
basis, but they are generally quite dynamically posed, have very crisp details and a 
beautiful. The various army starter boxes are not a bad choice when just starting 
out with the game because you get a nice selection of troops to get you into the 
game. If you've got some experience, though, you'll probably want to go a la carte 
like I'm doing here. Now, by experience, | mean with the game and it's mechanics. 
| have not played with the Nomads at all yet. 


The first thing that | want to take care of is my Lieutenant. In later incarnations of 
this army | might change who | want as the leader, but for now | want to get this de- 
cision out of the way. The Mobile Brigada troops are very nicely armored with an 
ARM of 4, which is much higher than many other troops, but they are also quite ex- 
pensive when you look at their points. The Intruder Lieutenant is almost as well 
armored and in general cost 36 points versus 43 for the Mobile Brigada. Seven 
points may not sound like a big difference but it could be the cost of one more grunt 


Intruders 
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in some armies and that’s one more order into your pool to play with. The Intruder 
Lieutenant is armed with a Combi-Rifle (a very sweet spot of between 8-16"), a 
Light Flamethrower (a small teardrop template) and Grenades so | expect that he 
won't be leading from the rear. He also has some special abilities and terrain that | 
need to be sure to exploit and use whenever | can. 

« CH: Camouflage: Can be deployed and move as a camouflage marker in- 
stead of the model. As long as he does not do something to reveal himself 
he must be discovered by enemy models before they can shoot at him. Of 
course, if he shoots at an enemy he would be revealed. There's really no 
downside to this ability and | just need to remember to make good use of it. 

e Multispectral Visor 2: This allows him to discover hidden models more eas- 
ily. Again, no downside here and just need to remember to use it. 

e  Multiterrain: Before the game begins he can choose what type of terrain 
Aquatic, Desert, Mountain, Jungle, or Zero-G) to specialize in. Terrain pen- 
alties for this type will count as one level lower for him for the game. This 
may not come in very handy in most games, but might be useful from time 
to time. 


A pack of two Intruders costs 13.00€ and I'll just designate one as my Lieutenant. | 
could take the second model into the combat group right now or save him for an- 
other block. The cost-effective thing to do would be to use him right now, but there 
are some other things that I’m really itching to play with first. 


The first of the things that | really want to get to play with is the Lunokhod Sputniks 
that | got to review earlier in this issue. The Sputnik is classified as a REMote and 
that means that | have to have either a Hacker model or a Tactical Armored Gear 
(TAG) model on the board, too. The only TAGs available to my army are in the 80- 
90 point range and while | have plans to bring them in later they just won't fit right 
now so | need to find a Hacker. The easiest choice would be to use the second In- 


Uwnokhod Sputoiks 
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truder model an In- 
truder Hacker but he 
costs 48 points. I’m 
going to go with the 
Interventor Hacker 
instead. She costs 
just 26 points and 
she comes with a 
Hacking Device Plus 
which will hopefully 
make it easier to 
take control of en- 
emy mechanized 
units during a game. 
She’s also armed 
with a Combi-Rifle 
but | don’t expect 
her to do a lot of 
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Interventor, 


Hacker 
Nomads 


shooting. Having 
her not only allows 
me to take the 


Lunokhod = Sputniks 
but also other REMotes. She costs 7.50€ and bumps up the cost of my first block to 
62 points. 


Now | need to get the Lunokhod Sputniks. There are two versions of this troop but 
I'm only able to take one in the army due to its AVAilability of 1. The first version 
costs 29 points and comes with a Boarding Shotgun (effective and deadly, but 
needs to be close), a Heavy Flamethrower (a nice large teardrop template) and 
Crazy Koalas (a little more than 2 pages of special rules detail how these guys work 
but in short they are bombs that home in on a target and go ka-boom when they 


HOLDenRD ne: 286608 20Ee 


Alguacies 


cor Combi Rifle 


ICELANDS 


Seat) 


War-Zone.com Z 


come to giveF 
you a big hug). 
The second ver- 
sion costs 26 
points and 
comes with, oh 
never mind what 
it comes 

because | 
cided to take the 
first one based 
almost on the 
Crazy Koalas alone. Yes, this is a highly impetuous move on my part but | just want 
to take those little mechanical exploding teddy bears and that's the end of that. The 
blister is a little spendy at 18.00€, but it's definitely going into block one of this army. 
I've spent 91 points so far. 

As much as I'd like to get some more robots right now, and I've got the points left to 
do it, | need to be aware of how many orders I'll be getting out of this group so | can 
get to do enough stuff during each of my turns. | do need a few grunts to add or- 
ders to my pool and also set up in position where they'll hopefully get some ARO 
reaction fire while my opponent is moving around doing his thing. I’m going to grab 
a pack of Alguacil and this will get me two guys with Combi-Rifles. For the time be- 
ing | just want them to react to enemy actions and contribute orders to my pool. 
They cost 10 points each, so I've crept up to 111 out of 150 points, and cost 13.00€ 
for the pair. With 39 points left | have a decision to make. | could put in that odd 
Intruder that we got with the Lieutenant, | could probably afford another REMote in 


the form of a Zond and another grunt Alguacil, or | could look at another specialty 
model. To be cost, as in money, effective I'm going to go with the Intruder option. | 
can get one that’s basically a duplicate of my Lieutenant (except that he’s not a 
Lieutenant) for 36 points which will put me 3 points under my first goal of 150. The 
cost of this first block is 51.50€ and this combat group has 7 models in it. The 
Crazy Koalas are considered deployable weapons and not troops as far as I've 
been able to determine. 

The second block for this army will take me to 300 points and with 7 models already 
on the board | need to be aware of how many more | buy for this block. In Infinity 
your orders pool is contributed to by models in combat groups. These combat 
groups are made up of no more than 10 models. All of the models in a group con- 
tribute to the orders pool and use orders from that pool to do things. For this block | 
think that | want to stick to having a single combat group so I'll see if | can keep to 
picking up just three models. 


The first of these next three is definitely going to be a Szalamandra Squadron. I've 
loved this model since | first saw it and I've been on the receiving end of its fire- 
power. It soaks up 90 of my remaining 153 points and costs 27.50€ so it’s a pretty 
big chunk of points and monies but he'll make a very impressive figure on the game 
table. It's armed with a Hyper-rapid Magnetic Cannon (say that three times fast!) 
and a Heavy Flamethower. The cannon is super-effective out to 36" and spits out a 
ton of shots that are armor piercing. In my mind, the Heavy Flamethrower is a 
backup in case there's a pesky group of enemies that have clustered together too 
close to him. His very high ARMor of 8 means that he should be able to take on all 
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comers. With 3 STRucture (what would be wounds on a regular trooper) he’s as 
beefy as other TAGs. It is also equipped with Electronic Countermeasures which 
gives it a chance to nullify incoming guided missiles before they hit him. | like eve- 
rything about this model and am glad to have it in the army. It has an AVAilability of 
1so | can only take this one but that’s the same as other big TAGs in other armies 
so | can't really complain about that. Since he is a TAG | could choose to drop my 
Hacker because he now fills the requirement for me to be able 
to take the REMote that | have but I'll keep her around to 
hopefully harass enemy bots. 


With the 63 points that | have left I'm going to try to add to my 
number of mechanized troops a bit. For 23.50€ and 62 points 
| can pick up a box of Zonds Remotes that will allow me to 
build a Vertigo Zond and a Reaktion Zond. The Vertigo Zond 
is armed with a Guided Missile Launcher to reach out and 
touch enemies with an armor piercing explosion. The Reak- 
tion Zond, as its name implies, is more for use in reacting to 
enemy actions. It has a Heavy Machinegun and its Total Re- 
action ability means that it can fire off full bursts when perform- 
ing an ARO, instead of just one shot which is normal for reac- 
tion shooting, means that it should be a good deterrent to en- 
emy activity. Since these two bots are controlled from afar by 
operators, sort of like current day drones, they don't suffer the 
usual morale checks when hit by enemy fire. They don’t have 
a huge ARMor or STRucture rating but I'm hoping that they'll 
provide some good support on the field. 


Building this second block was relatively easy because | knew 
that | wanted to focus on robot-like troops and get this soaked 
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up a lot of points. Combining the first two blocks | come in at 299 points and 
102.50€. For the third, and final, block of this build I'll be expanding to 450 points. 


Since I'm already at 10 models | will definitely have to expand into a second combat 
group. | could break up the current 10 figures into two combat groups if | wanted 
but it’s now required since I'll go over 10 models no matter what | do. For this last 
block I'm going to try to focus on a fast attacking force of Hellcats. | really like the 
models and being able to drop them down anywhere on the battlefield sounds like 
fun. Of course, that's assuming that it comes off without a hitch and that's never 
guaranteed. To give them some flexibility once they hit the ground I'll need to pad 
their combat group with some low-cost troops to up the order count. 
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I'm going to start 
off with two Hell- 
cats. The blister 
of two models 
costs 13.00€ and 
contains one guy 
with a Combi-Rifle 
and Light Shotgun 
and the other with 
the same weapons 
plus an Adhesive 
Launcher. The 
Adhesive 
Launcher fires a 
shell that explodes 
and showers the 
target with a sticky 
paste that quickly 
hardens and can render even a towering TAG immobile. The two guys cost a total 
of 49 points and that leaves me with 102 to spend. The next purchase will be a 
third Hellcat, but one armed with a Heavy Machinegun. Getting to come down and 
blaze away is an appealing enough proposition to be worth the chance of it going 
horribly wrong for me. She will cost another 29 points and 7.50€. With 72 points 
left to spend | need to pad the orders for this second combat group and I'll do that 
with another pack of regular Alguacil for 20 points and 13.00€. I'll add an Alguacil 
Sniper next. | really like the model and I've also been on the giving and receiving 
end of the rather wonderful shooty-ness of snipers so it's hard to leave home with- 
out one. She costs another 7.50€ and I'm left with 28 points to spend. | could take 
another Reaktion Zond and that’s a very tempting thing to do but to do that I'd have 
to get a box of two even though | need just one right now. Sure, | could swap the 
other out with different figures in the army, but I'm trying to be as cost-effective with 
what I'm picking up as possible. | could also take more regular grunt troops to fur- 
ther pad the orders available to the Hellcats. | don’t have enough to take any of the 
more expensive troops or a second TAD in the form of the Lizard. In the end I've 
decided to take Moran Massai Hunter. 


Holohan ner 2008S To 
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I'll admit that part of what brought me to this decision was the fact that the model 
comes with two more of the Crazy Koalas and they just really do something for me. 
Moran has a Combi-Rifle and also has the Infiltration and Mimetism special abilities. 
As you'd expect, Infiltration lets Moran deploy closer to the enemy and the Mi- 
metism ability gives enemies a -3 modifier when shooting at this model. Start 
close, don't get killed and unleash some exploding teddy bears. At least that's the 
plan. We'll have to see how it comes together. At a cost of 24 points and 13.00€ 
I'm coming in at a total of 446 out of 500 points spent and a cost of 156.50€. 


Combat group 1 will consist of the first two blocks of troops and will center around 
getting the TAG into a good firing position where it can lay waste to enemy troops. 
l'll try to use the regular guys for reaction fire, along with the Reaktion Zond, but that 
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will mean getting them set up in best positions during deployment. | will have to 
devote at least some orders to the Lunokhod Sputniks so it can get into a position to 
let the Crazy Koalas loose in the direction of the enemy. Combat group 2 will only 
come into play in a 450 point game and I'll have to try to deploy the sniper in a good 
reactive position so she can just use ARO instead of regular orders. Same with the 
regular grunts. | expect the bulk of this combat group's orders will be used to get 
the Hellcats into position and making a sneak attack on an enemy position. I've 
seen combat drops like that work really well and also get blown to bits so it's kind of 
a gamble but should be fun. 


Even when we get to games using 450 point armies I've got just 21 models 
(including the Crazy Koalas to prep and paint). That's not bad at all and is some- 
thing that can be done over the course of a weekend if you put your mind to it. 
Building and painting a 150 or 300 point force could be done in just a single day if 
you really put your mind to it. Along with the vast number of special abilities and 
weapons the skirmish nature of the game is something | like about Infinity because 
you can get to the playing of the game faster than some others where you are put- 
ting together scores of models. 
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For this battle report we'll be knocking around with 
the Doom boardgame from Fantasy Flight Games. 
Yes, it's a boardgame but it has plenty of miniatures 
and if you think of it in the same vein as games like 
Space Hulk and Advanced Heroquest it can make 
sense for us to play it here. If you're not familiar with 
the original computer game Doom then you've proba- 
bly been living in a remote section of the planet with- 
out electricity or internet access. | remember running 
around as a marine shooting demons and other hell- 
spawn while trying to get from level to level. In the 


boardgame you are do- 

ing much the same. 
One person will play the 
Invaders, the bad guys, 
while up to three others 
will take the roles of the 
marines that are trying to 
stay alive, collect equip- 
ment and weapons and §&% 
get to the next level. 
Today, we'll be playing 
out just one level, but 
there’s still tough work 
ahead for the marines. | 
would not say that the 
game is broken, but it's 
definitely tilted in favor of 
the Invaders. The ma- 
rines generally have to 
work harder to win but 
being up against tons of 
evil enemies was part of 
the computer game, too. 


For this game we are 
playing the “Knee Deep 
in the Dead” scenario 
with two marine players 
(Red and Green) and the 
single Invader player. In 
Doom you only reveal 
portions of the board as 


they become visible. Below you can see the way the game started. We have a sin- 
gle area revealed with no bad-uns present yet. The evil-doers will come out when 
new areas are revealed and also when they are spawned by the Invader player. 
More on this in a second. Each marine has a set of life counters, ammo, armor, 
weapons, special abilities and order counters. If you look below the green marine’s 
card where his counters are kept you can see that he’s has the Officer card. This 
means that he and any marine within 3 spaces of him gets +1 range and +1 dam- 
age on any combat roll. He has also been trained in Survival Ops so he gets +3 
health above what's normally started with. Each marine player draws a number of 
cards before the game starts to get some special abilities. Believe me, they will 
need them! The red player is quite lucky to have drawn the Marksman card as that 
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gives him +3 range whenever he uses a yellow die in combat. The dice that you 
use in combat depends on what weapon you are carrying or what inherent abilities 
an Invader possesses. Green dice give you range. You'll get between 1-3 spaces 
of range from each green die and you might even get lucky and get an extra point of 
damage from one. You're more likely to get 2 spaces of range out of these. Blue 
dice are mainly damage dice. They are sort of the opposite of green dice, providing 
points of damage in the same way. You can usually count on 2 points of damage 
per blue die thrown. There are no bad things, other than not getting enough range 
or damage, that can come from either of these colored dice. A yellow die can give 
you a boost to either range or damage, but if you get one with a high result the other 
will be correspondingly low. There’s also a chance that a yellow die could come up 
with an ammo icon or a miss. An ammo icon will cause you to discard an ammo 
token of the type used for the weapon and a miss result means that you've missed 
regardless of the full result of your roll. There’s a 1-in-6 chance of missing anytime 
you throw a yellow die. A red die is basically the same as the yellow one but the 
ammo icon is on a different die face. Some weapons also have special abilities like 
the machine gun which always gets two extra spaces of range. 


TURN 1 
Marines 


Red - He sprints 
(gets } 
eight spaces })) 
instead of four} 
but cannot shoot 
this turn) andj 
picks up thejj 
shotgun and 
shells. | When- 
ever you move 
over a token you 
can pick it up 
automatically. 


Green - He fol- 
lows red’s lead 
and sprints over 
to grab the 
chainsaw. 


Invaders 
At the beginning of each Invader turn the player draws two cards. If drawing these 


two cards gives you more than 8 then you must discard down to just 8 cards. Some 
of these cards can be played to spawn new Invaders and some will be able to be 


used to make 
the marines’ 
lives harder or 
just kill them off 


more = quickly. 
Since the In- 
vader _ starts | 
with 5 cards 
these 2. that 


they get at the 
start of their first 
turn push them 
up to having 7 
so there's no 
need for any 
discards. 


Since the In- 
vader's job is to 
kill (or FRAG in 


Doom parlance) marines off as quickly as possible they play a card that spawns two 
zombies. In this scenario the Invaders win if they get 6 FRAGs and the marines win 
if they get through the red security door. The marines, have to find the red security 
door first, though, and all the while they'll be fighting off the hell-spawn hordes. 
When spawning new Invaders they must hit the table so they cannot be seen by 
any of the marines. In this case it puts them down in the hallway where the marines 
came from. 


Each Invader gets to activate and they both move forward. They cannot attack 
since they are not in range. Zombies need to be adjacent to an enemy to try and 
beat them down so they just move up and drool. 
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TURN 2 


Marines 


Since there are some baddies on the board the marines want to try to put them 
down as quickly as possible since opening the door will reveal a new area and will 
undoubtedly release new Invaders. 


Red - Since you can take your 

movement at any point in your = 
turn you can move, attack, 
move some more or attack then 
take all of your movement he 
moves up two spaces and then 
shoots the red zombie with the 
shotgun. He benefits from the 
green marine's Officer special » 
ability and that gives him +1 to 
his range and damage. The 
shotgun also gives him +1 dam- 
age and has the blowthrough 
ability which we'll see in a sec- 
ond. The red and blue dice 
come up with 1 range, 6 dam- 
age and the ammo icon. The|y 
ammo icon means that he will 
lose one ammo token after the 
attack and his total range is 2 
(enough to hit the red zombie) 4 
and 8 points of damage. 
Against a zombie every two 
points of damage cause a 


wound and since they have just two wounds the red one gets blown away. The 
blowthrough ability allows him to carry the attack over to another enemy adjacent to 
the first but at the loss of either a blue or green die from the attack. The red die 
that’s left is enough to kill the green zombie. 


With his Killer Instinct ability the red marine is allowed to take an extra move (4 
spaces) and attack if he kills an enemy. He can do this just once per turn but if he 
can start off the turn killing something it’s like getting another turn for free. He 
moves over, opens the door and reveals a new area of the map. Doing so also 
brings some more Invaders into the game and he shoots at one of the newly visible 
zombies and blows it away. 


| Green - He moves up to the red marine and gives him an ammo token (counts as 1 
space of movement for each token you give someone) then moves and grabs the 
machinegun. 


Invaders 


To start off the turn two more 
cards are drawn and then a 
mancubus is spawned. It's 
just around the corner and 
out of sight of the marines. 


The red zombie moves up 
and attacks the red marine 
and causes one wound. 
One of the red marine’s 
wound tokens is discarded. 
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The mancubus lumbers around the corner and 
shoots the green marine and also causes a single 
wound. The green zombie and blue imp are only 
able to move up. 


TURN 3 
Marines 
The marines just went to town on the Invaders in 


the hallway and managed to blow the massive 
mancubus and a zombie. 


Invaders 


The Intruder player drew two more cards and then 
spawned 2 imps back in the original room where 
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the marines started the game. They moved up and 
fired on the red marine. The imps have one blue 
and one yellow die and get an inherent +1 to range. 
The red marine took two blasts in the back and dis- 
carded two wound tokens. 


TURN 4 
Marines 


Red - He has two possible targets but decides to 
move up around the zombie to try to take out the 
imp first. That's because his Killer Instinct ability 
allows him a second move and attack if he kills 
something and while the zombie and imp both have 
an armor of two the imp can take just one wound 
before going down and the zombie can take two. 
So, if he can kill the easier target, the imp, he can 
then try to do some damage to the zombie. If he 
attacks the zombie first and does not kill it he can- 
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Full Throttle Vehicular Combat! 
Warlands is a turbo-charged miniatures game of 
cinematic combat set in the ruins of a post-apoca- 
lyptic earth. Where the last remnants of Man battle 
for supremacy and resources against mutants, 
the dead and each other! Where warriors of the 
wastelands want but one thing, the black gold, the 
guzzoline! 


This battle box contains everything you need to 
begin your fight for dominion over the Warlands: 
4x Weasel Scout Buggy with Spud Autogun and crew 


1 x Utility Truck 
Rulebook and Dice 


not use the Killer Instinct beside him he sprinted all § 
{ ability. As hoped for the the way down the hallway 
imp goes down in a_ to meetup with red. 
shower of gore and then 
luckily the same fate Invaders 
y awaits the zombie. The 
extra moves result in him The draw and spawn re- 
heading further down the _ sulted in a hell knight com- 
hallway. ing into the game. This is 
a pretty tough and brutal 
Green - Deciding not to enemy, but its only attack 
Os ae risk wasting ammo he _ is in hand-to-hand so the 
pulled the cord on the marines are advised to 
Sj chainsaw and charged stay as far away from him 
the two imps that just shot as possible. 
Khim in the back. The 
- chainsaw gets an auto- The demon moved up and 
i matic +1 damage and it the red marine took a shot 
—————— has the sweep special at it using his guard order | 
ability. That means that the single attack affects all enemy models that are adjacent but missed. The hell 
to the marine wielding the weapon. A very respectable four points of damage cuts knight also came down the 
through both imps since they only have an armor of 2 and 1 wound. So, every two hallway but could not be 
points of damage would cause a single wound and they can lose just one before seen yet. 


they bite the dust. SsZXs ae} 
= Ye TURN 6 
“3 pos 


N Marines 


Invaders 


With all of the current Invaders blown into 
pieces and lying on the floor it was time to get 
some more into the game. A demon was 
spawned, out of sight back in the marines’ start- 
ing area. It surged towards the green marin 
but could not get to him. 


Red - He went over and picked up the health 
token (you get three health back but not 
above your starting level) and the Invader 
player dropped down the It’s a Trap! card. 
This allowed him an out of sequence activa- 
tion with two Invaders right then. 

TURN 5 
It’s a Trap! 
Marines a TANI 
He only had two Invaders so it was an easy AY fl v ant 
Red - Not a whole lot going on for red this turn choice as to which to activate. The demon nicked eat 
other than grabbing an ammo : f moved up and attacked the green marine te choke 
counter and then using a AN and missed while the hell knight could only rtegne marine players We 
guard order. This is sort of move up. It didn’t result in any new wounds | pe 

like overwatch that allows you (= _ to the marines, but did get the baddies / 
to fire on enemies that pre- - ‘ closer and made them more of a threat. 
sent themselves. 


§ Marines resume play 


of the demon coming up fast |’ YS 3 Red moves one space and shoots at the 


demon and causes one wound be- 
fore his turn ends. 


Green - His turn goes fairly quickly 
as he turns around to cut apart the gs 
demon with his chainsaw and then 
opens the door to the next area. 
This brings two more zombies and bs 
two more demons into the game. 


Invaders 


The draw, discard and spawn re- 
sults in another demon being added 
to the new room. The hell knight 
cannot do much but lumber forward 
while those in the new room surge 
towards the marines. The red zom- 
bie gets himself between the two 


marines and smacks the heck out of TURN 7 


Marines 


I 
AN 
SHG : Red - He blew away the red zombie and used his Killer Instinct abil- 
t = ity to take a shot at the demon attacking the green marine. The 
attack hit and caused a single wound but the Invader player used 
the Dodge card to force a reroll of one of the dice thrown in this 
attack. He picked the yellow one because that has a 1-in-6 chance 
of coming up as a miss. It didn’t but was a good try to negate a 
wound. Between his regular move and the extra move provided for 
by killing something this turn the red marine was able to get over to 
the dead body that was lying in the center of this room, picking up 
the extra armor token on his way. A quick search resulted in the 
the red one causing three wounds. The green zombie who started on the other side red security key being found, which was needed to be able to open the red security 
of the new room can just move up a bit. One of the red demons manages to get door, if they got to it. 
into contact with the green marine but its snapping jaws cannot connect for a hit. 
The other two demons are only able to move up. 


Green - All he did this turn is sprint into the room to get close to an ammo counter 


45 


and the next door. Moving past the demons meant that he had to avoid some 
watchful attacks but they either missed or didn’t cause enough damage the get past 
his armor. 


Invaders 


Drew two new cards but now have nothing to spawn. The green zombie heads over 
to the red marine in the center of the room and nails him for two wounds and one of 
the red demons moves over to him and does the same thing. The red marine is 
down to just one wound now and is way past nervous. The second red demon 
steps up and attacks but misses. The large blocking terrain in the new room will 
keep the hell knight from coming in for now so he heads back down the hallway to 
try and come around the other way. 


TURN 8 
Marines 


Red - He first moved to grab a healing token and the shotgun and then shoots the 
green demon with the machinegun. With a whopping range of 9 and 7 wounds he 
kills it. He then uses Killer Instinct to get a shoot off against one of the red demons 
and manages to wound it, but not before losing an ammo token. His extra move- 
ment is used to pick up another ammo token to replace the one he just lost. 


Green - He blazed away at the closest red demon with his shotgun but the Invader 
player used a Jammed card. This meant that he had to use a different weapon for 
this attack and if he didn’t have one he just loses the attack. Luckily, all marines 
carry a pistol so that was used for this attack. A massive roll kills the demon, but 


now the Invader player uses a 
Dodge card that forces a re-roll ¢ 


comes up! 
Invaders 


The draw resulted in a mancu- } 
bus card coming up and being ", 
spawned. He was placed down y 
in the starting area instead of up 
in the room that was currently 
occupied because he could not 
get around the blockades and =~ 
as soon as the marines opened | ~ _ 
the door to the currently unseen= ~~ 
area it would connect up with | _ 
the door behind which the man- jag y 
cubus was waiting and he could == _ ~ ed 2 
then open that door. Invaders cannot open doors to unseen areas but can open 
doors to areas of the board that have been revealed. So, it’s just a matter of waiting 
a bit because the marines have to open the door to the new unexplored area sooner 
or later. 


The green zombie just shambled around the blockade to try and flank the marines 

while the red demons moved in for the kill. The first one there used a Rage card to 

get two attacks this turn and managed to chew 7 wounds out of the green marine. 

The second red demon also hit and the green marine found himself reduced to just 
es One wound. Not a good place to be. 


back by the ammo token that the 
green marine was going for. At- 
tacks came from the blue demon 
that moved up and hit the red ma- 
ine for two wounds. The blue imp 
ent some ectoplasmic goo to- 


| game came when the blue zombie 
my came around the corner and beat 
down the green marine. When a 
marine is killed they lose any extra 


gee next turn. Five more FRAGs and 
Sethe Invaders will win the game. 


> dors as the red marine annihilates 
the blue demon and imp (by using 


TURN 9 Green - The upside, if there is one, to getting FRAGged is that you 


come back with full health. Unfortunately, you lose all of the stuff 
you had collected so as the game goes on and the FRAGs pile up 
your marines end up with fewer weapons on hand to use. There 
are generally more scattered throughout new rooms but getting to 
them while you are underpowered can be difficult. When a marine 
re-spawns they need to come back between 8 and 16 spaces from 
where they bit the dust, if they can, and they start at full health and 
_a re-stocking of ammo but just their pistol and fists as weapons. 
He hits the board a bit ahead of the red marine and takes a shot at 
the green zombie with his pistol. He causes just one wound and 
them moves back by the red marine. 


Marines 


Red - A quick move and shotgun blast to the face 
takes care of the green zombie. He then opens the 
door to the new area and this reveals a target rich 
environment. His Killer Instinct extra attack is used to 
shoot at the newly visible blue demon, but a miss on 
the yellow die foils this attack. 


Green - With two adjacent enemies the chainsaw 
roars to life and both are cut down. He then moves 
towards the ammo token on the far side of the room. Invaders 
Invaders The draw resulted in the Invader player getting another mancubus 
card, and another that will come into play in a second, and also 


The draw resulted in a new zombie being spawned Shad to discard down to 8 cards. The mancubus was spawned be- 
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hind the blocking terrain in the long room that the ma- 
rines were still in and immediately after that the Invader 
player used the Smash card to destroy the terrain that 
would have kept the marines safe from the mancubus. 
The red mancubus attacked the red marine and caused 
a single wound. He has the blowthrough ability when 
= attacking and this resulted in two wounds being done to 
the green marine. He took more damage because the 
red marine had previously picked up the extra armor 
token. The red zombie managed to get into combat with 
the green marine and caused another wound. Man, he 
had just come back into the game and was already on 
his way out again. The rest of the Invaders were only 
able to move up. 


3 TURN 11 
Marines 


Red - Feeling that the jig may be up soon J 
the red marine hands the green one the 
shotgun and the grenades (previously 
picked up) and then sprints towards the 
healing and ammo tokens on the car 
side of the hallway. 


7 - 


Green - A quick move of four spaces 
back and then a tossing of the grenades 
j causes a concussive blast to echo 
7, through the space station. The main tar- 
get was the red zombie and the since 
grenades affect all squares/models that 
are adjacent to the target square the 
green zombie is also caught in the blast 
and both explode in spectacular fashion. J 
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Invaders 


There are no spawn cards in the Invader'’s hand right 
now so they have to play with what's on the table. A 
Charge card allows the hell knight to move twice. This 
is more to get him closer and be less useless as he’s 
been for a while. The green mancubus moves but does 
not have a shot. The red one, however, does have a 
shot and shoots the red marine. He kills the red marine 
and blowthrough does a wound to the green one, too. 
This is FRAG 2 for the Invaders and they are 1/3 of the 
way to winning the game. If they can really press their 
advantage of fighting against marines that are not 
armed to the teeth they might be able to close out the 
game in fairly short order. The blue zombie moves up 
but cannot attack. 


N\\\\\ 
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TURN 12 


Marines 


Red - He needed to re-spawn and get back into the game but his choices were be- 
tween being in the hallway with the green marine and taking tokens that he was 
probably after or maybe taking a chance at grabbing the lingering ammo token out 
of the long room that the red mancubus was in and then having to run to catch up to 
his comrade. He went for the token and then fired on the mancubus with his pistol 
and managed to cause a single wound. Not bad for taking on the hulking beast with 
a pea-shooter. 


Nes 


Green - With an- 
other grenade 
primed he threw it 


towards the blue | 
zombie and man- Sf 


up short on the 
range and_ that. 
means that the 
grenade deviates 
from the original 
target point. 5 
When  determin- 


ing how far and in what direction it deviates you just pick up the top card of the deck 
that the Invader player draws his card from and follow the bottom part of the card. 
In this case it deviated two spaces to the left of the original target. This left the zom- 
bie untouched but still caught the macubus and with 9 damage it blew apart in big 
chunks of flesh, blood and bone. He then moved to pick up the ammo and health 
tokens, but as soon as he did the Invader played It's a Trap to get to activate two 
Invaders. 


It’s a Trap 


The hell knight and remaining mancubus moved up. They didn’t get to pound on 
. any marines but every bit that they can get closer helps for when 
they can really move in for the kill. 


| 


Invaders 


The draw resulted in the Invader player getting a card that allowed 
him to spawn a zombie and a trite. These were both placed in the 


3 red marine. 
both moved up to 
attack and between 
the two of them they 
caused a_ single 
wound. The blue 
zombie also moved 
Wee back and hit him for 
another wound. The 
mancubus could now 
§ move and get line-of- 
Hsight on the green 
marine and attacked 
but missed. The hell 
knight just kept on 
coming. 


res 


TURN 13 
Marines 


Red - With his pistol blazing he splattered the trite but also managed to lose an 
ammo token. His Killer Instinct shot was taken against the blue zombie but he 
missed. Wanting to regroup with the green marine he used his regular and Killer 
Instinct moves and ended up right next to the mancubus. 


Green - After moving up a bit to close the range he poured shots into the mancubus 
and caused two wounds on the beast. 


Invaders 


The draw again resulted in more Invaders that could be spawned and this time an- 
other trite hit the board. The green marine got smacked around by the mancubus 
and lost two more wounds while the red zombie used a Charge (double move) card 
= = to get into 
= combat with 
the red ma- 
rine and a 
lucky punch 
hit him for 
three more 
wounds. 
mes The rest of 
the horde 
™ just moved 
p. 
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TURN 14 
Marines 
Red - Shoots his pistol at the red zombie. He gets lucky and kills the undead canni- 


bal and then uses his Killer Instinct ability to take a shot at the trite and kills it, too. 
Nice shootin’ Tex! 


Green - Tosses a grenade at the mancubus, trying to hit one of the back squares of 
the model so he can also catch another enemy in the blast. Since the grenade has 
the seeking ability he does not need LOS to the square he’s targeting. He doesn't 
get enough range to hit that square so the shot scatters and ends up killing the 
mancubus and the red marine, FRAG 3, and also causing a single wound on the 
Hell Knight. The green marine then backs up a bit. 


Invader 

Draws 2 cards and spawns a Trite. All of the invaders move up. 

TURN 15 

Marines 

Red - He respawns and shoots his pistol at the trite. With more than enough range 
rolled and just a little bit of damage the beastie is splattered. With his Killer Instinct 


ability the he then moves up and shoots at the zombie and does enough damage to 
send it back to hell. He then finishes up his movement. 


Green - He decided to unload (gets two attacks instead of just one but cannot 
move) on the Hell Knight. The first attack does 1 wound and before the second one 
is rolled the Invader player uses a Dark Energies card to heal one of the 
wounds. The marine’s second attack misses. 


Invaders 


The drawing of 2 more cards yields nothing new to spawn, but the Hell Knight at- 
tacks the red marine and causes 2 wounds along with knocking him back three 
spaces. The hell knight's attack is powerful enough to send enemies flying if he 
connects. After a hit you can move the enemy you just pounded up to three 
spaces. 


TURN 16 
Marines 


Red - Unloads with his pistol and gets two attacks. The first shot misses and the 
second gets enough range but doesn't hit hard enough to cause any damage. 


Green - He unloads with his shotgun and on the first shot causes a single 
wound. The second shot does the same and ends up killing the target. 


S455 ——/ 


Invader 


Draws 2 cards but has nothing to spawn this turn so his turn is over since there are 
no Invaders on the board. 


TURN 17 
Marines 
Red - Sprints to catch up to the other marine. 


Green - Opens door to the new area, moves and gives the shotgun to the Red ma- 
rine and then moves deeper into the room. 


Invaders 


Another turn of drawing 2 cards and having nothing to spawn. 


TURN 18 

Marines 

Red - Moves into the new area and picks up the berserk and health. The berserk 
token gives the marine holding it the ability to kill anything with just one hit but he 
can only use his fists until it wears off. This means that he'll be rolling a single red 
die and has a 1-in-6 chance of missing but it also means that he has a 5-in-6 
chance of killing anything that he gets next to. 

Green - Moves farther into the room and grabs the ammo and chaingun. 

Invaders 

Another turn full of nothing! 

TURN 19 

Marines 

Red - Moves and opens the door to the next area and all hell, literally, breaks loose. 


The room is filled with all sorts of big baddies including three hell knights, one de- 
mon and an archville. But, in his berserk state the red marine hardly cares and 
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heads straight towards the closest hell 
knight and punches right through his skull 
killing it. 


i 
= ay 7 ™ 
Green - He moves up and grabs the health > 3 ts Ye =e 
and shoots at the demon that is now be- ’ . lati 
hind the red marine. He shoots and 
misses. 


Invaders 
It was time to turn the tables back in the 


The green demon moved up to the 
= green marine and moved to allow 
space for the red hell knight to also 
Q get in on the action. A massive 
bite from the demon took four of 
the marine's remaining wounds 
and the hell knight did the same 
and also sent the marine flying into 
the large room where he could now 
be easily targeted by the archville 
who fried him for FRAG 5. One 
more to go and the Invaders win. 


Invader player used a card that caused the 
marine player of his choice to lose an 
ammo token, also of the Invaders choice. 
The grenades went bye-bye and the ma- 
rines knew that their job just got a whole lot 
harder. The two remaining hell knights and 
the archville beat down the red marine and 
even in his berserk state he could not with- 
stand the onslaught of so much over- 
whelming force. That was FRAG 4. 


TURN 20 
The newly spawned = archville 
moved and caused two points of 
damage. 


Marines 


Red - He re-spawned back it the room where the red trite came from and put it 
down with his pistol and then moved up to assist the green marine who was now 
facing a big room full of nasty monsters from hell all by himself. 


In the next turn the green marine 
re-spawned, with just a pistol, and 
= the Invaders kicked the stuffing out 
of the injured red marine to win the 
game with FRAG 6. 


Green - With a war cry that would do Rambo proud he unloaded on the green hell 
knight. The demon would have been a softer target but he figured that taking the 
chance was worth it if he could drop one of the big guys. It did pay off and the -! 

green hell knight was riddled with bullet holes as it hit the floor in a bloody mess. * Even though it might not be looked 
at as a traditional “miniatures” 
game | like Doom a lot and if 
you're a fan of Space Hulk or simi- 
lar games I'd say it’s worth check- 


The red security door was in sight (upper right corner of the top picture) but there 
were still plenty of Invaders that could tear the marines limb from limb. 


Invaders ing out. 
The famine that was experienced in the draw deck on previous turns just turned to Written by Mark Theurer 
feast as an archville was drawn and spawned. It came into play behind the red ma- 


rine behind a small area of blocking terrain and then the Darkness card was played. 
As the lights flickered and then went out the Marines could now only trace line-of- 
sight out to 4 spaces while the Invaders were not affected at all. 
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| recently had the opportunity to sit down with, well figuratively speaking since we 
did this via e-mail, Tony Kenealy of Aberrant and pick his brain about the company 
and their two currently released miniature games. Hope you enjoy. 


How many people work for Aberrant? 


Aberrant is a partnership between Tony Kenealy, Jane Kenealy and Simon 
Mackenzie. We have some great volunteers who help us out, especially 
Bryan Borgman. 


What advice would you and Simon give to aspiring game designers out there? 


Be open to suggestions, but be true to your own vision. You will find that 
everyone has an opinion as to how your game should be. Don’t be discour- 
aged. Also, the manufacturing of the various components of a game do not 
always go according to the plan you have made. There are 1001 things that 
can go wrong and most of them do! Be patient and be flexible. 


What’s going on with the fantasy game that was talked about a while ago? 


Saga is still on our list of things to do but Warlands has come first and we 
want to give that time to get off the ground and running before we bring out 
anything else. And as always, there are financial restraints to adding an- 
other game to our portfolio. 


Other than Rezolution an Warlands, what other games do you play? 


There are too many to mention them all and it depends on what we feel like 
at the time. Obviously we play a lot of Rezolution and Warlands and other 
miniature games, but when it comes down to it we are gamers and we enjoy 
playing any games when we can, but time is not always on our side. We 
play a lot of board games, Last Night on Earth by Flying Frog and Pirates 
Cove by Days of Wonder amongst others. Tony is a big fan of the Lord of 
The Rings board game and The Fury of Dracula from Fantasy Flight. We 
have been known to play a session of The Call of Cthulhu RPG as well. 
Then there is always a session of Rock Band to get into as well. 


 — Es 


What’s the biggest hurdle standing in the way of a small game company 
nowadays? Other than money, of course, because | figure that’s always a 
hurdle unless you’re a small game company owner that just won the lottery. 


The biggest hurdle these days for small companies is the industry itself. The 
industry is set up for products to be in distribution, but a lot of distributors 
really don’t want to deal with small companies, and small companies are 
finding it harder and harder to get into distribution. Even if they do, the em- 
phasis is still on the bigger companies leaving the smaller ones struggling to 
get exposure. 


It is a catch 22 situation in that a lot of retailers only like to deal with distribu- 
tors and don't want to deal direct. The only thing to do is to really push direct 
sales, offering retailers good incentives, and attending as many conventions 
as possible. This of course costs money which leads us back to the financial 
aspect again. 


The Paneer, above, are still in the concept stage at this time. As far as 
Charlie and the rest of Bang-Bangs crew the release of Charlie and the 
SAD-006 is imminent. The rest of the gang are in the design phase. 
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y What factions do you and Simon play? 


\ Q) Q) 
Dra ea el K erprreys G Simon is a Dravani player and Tony is a CSO player. We do, however play 
aN 
v com 


all the factions when it comes to playtesting and have been known to mix-up 
our forces to confuse out opponents. 


What’s the “next big thing” for Rezolution and when can we expect to see it? 


We are looking to increase our player-base, but we are aware that there is a 
perceived large outlay for new player buy-in to Rezolution due to the already 
large number of SKUs available (over 100). With this in mind, and the fact 
that there have been only two books published for Rezolution, we feel that 
we need to publish more written material for the game. We hope this will at- 
tract new players to the game as well as give existing players more options. 
With the trend in the industry towards downloads, a lot of this is probably 
going to be downloadable although we haven't given up on the printed book 
totally. We are hoping to get at least one, if not more faction books out next 
year as well as expanding the playing scope of the game with assignments 
including some with special rules. As far as models are concerned, there 
are a number at the concept stage and a few that are close to production. 


Are there any other new crews that are far enough along in the development 
or concept process to give us a hint about? 


We have a lot of things in the design phase, but nothing definite that we can 
talk about just yet. 


In your estimation, being the designers, how much emphasis do you expect 
on Hackers and play on the Grid in typical games? Yes, | know that it ulti- 
mately comes down to player preference but do you feel that it’s an integral 
part of Rezolution? 


We believe that Hackers and Grid play should be a big part of the gaming 
experience in Rezolution. Obviously a firefight where you just kill your oppo- 
nent is good, but sometimes it helps to mix up your games and add some 
more elements. We don't think player are using the Hacking and Grid rules 
to their full potential. There is a lot you can do with them. How about using 
the Grid to hack into buildings, to 
open and close doors, hack into 
security cameras, or take control 
of your opponents’ robots? The 
rules allow for aggressive systems 
to be included and there is so 
much more you can do. In Rezolu- 
tion you should get the total envi- 
ronment interaction as well. Re- 
zolution: Outbreak included spe- 
cial environment rules and we 
hope to bring out more in the fu- 
ture. 


What kind of dedicated game support / organized play is there for Rezolu- 
tion? Where can people find out about players or games in their area? 


The Aberrant forum is a great place for players to find out about all things 
connected to Rezolution. They can communicate with other players, adver- 
tise events, find out about convention appearances, and generally share 
their own playing experiences, ideas, photos of models etc. Aberrant has 
run tournaments, either directly or through sponsorships with local gaming 
groups, at numerous conventions in the past year, and we are looking to 
increase that in the future. We encourage all players to sign up on the forum 
and post details of where they are and connect with other players and 
groups in their area. 


How far off are the rumored bikes for the APAC faction? 


The APAC bikes are, unfortunately still in the design phase. We have not, 
as yet, had a design that we liked and wanted to move forward with. The 
bike rules for Rezolution have been through preliminary playtesting, but we 
do not want to release them until models are available. 


When can we expect the full-blown Warlands rulebook? 


The expanded rules are planned for Q4 this year and we are optimistic that 
it will still happen. The initial release will be in a pdf download. 


How prevalent of a role will (or can) infantry play in Warlands? 


We have been playtesting with infantry a lot in the past few weeks and they 
definitely add a totally new level to the game. The expanded rulebook will 
include the rules for infantry as well as bikes and the Sand Surfers. Infantry 
are not just targets for cars to run down, they can affect the game in a big 
way. The rules have been written to ensure that this is the case. 


What kind of info can you give us on the Zombies of the Warlands world? Are 
they the shuffling kind, the running kind, somewhat intelligent, brain-eating 
savages, who will drive their cars? 


We prefer not to be specific about the Zombies at this time. 


Ok, if talking about zombies is a off the table for now what can you tell us 
about Walkers? 
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hicles hacked together with people strapped inside. There are a lot of 
things that can walk... and that’s all we are prepared to say at this time! 


How long did it take from the initial concept of Warlands before it was an 
actual product that people could buy? 


Warlands has been a concept in Simon’s mind for many years (he is a 
huge fan of Mad Max/post apocalyptic) It first came up as a specific game 
in late 2007 when we started actively developing the game. We went 
through a several months of design and testing, as well as having some 
prototype models produced to see if we could get the detail we wanted in 
~ 20mm scale. (These models were on display at Gencon 2008.) Initially, 
_we had hoped to release the Battle Box late 2008, but after numerous pro- 
duction problems, we released the Black Box in February 2009 with gen- 
eral release in June 2009. 


How “expanded” will the pdf rules be? Will it include everything that will 
eventually be it the print version or is it more of a next step towards a final 
print version that will be all of the rules for the first full rulebook release? 


This is a full rulebook release. It will include rules to enable players to use 
the pedestrians/infantry, bikes and Sand Surfers that will be available over 
the coming months. It will also include expansions to the rules that ap- 
peared in the Battle Box such as expanded Critical Damage and Out of 
Control tables to give a much richer game play experience. Further ex- 
pansions will be released in the future to cover any new models. It will not 
include any expansion to the universe other than what can be learned 
from the rules and the models. This will be the main content of a future 
release. 


Do you see any crossover potential between Rezolution and Warlands? Do 
they take place in the same game universe? 


We have no plans to have crossovers between Rezolution and Warlands. 
They are totally separate games and exist in different game universes. 


It is our intention to make vehicles very customizable using the Body Shop 

rules. The body shells will be able to be loaded up with all sorts of equip- 
. ment, including defensive and offensive items. 

There has been some talk on the forums about Walkers. We are not thinking 


of towering mechs, but neither are we just intending to have mechanical ve- . 
Interview by Mark Theurer 


60 


